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ON SEPTEMBER 30th, 
DINOSAURS WILL FLY! 
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ntendo 64 and its revolutionary 3-D controller will send you as far into the game as you dare to go. 
Over the top. Out on the edge. Choose your hero: James Bond, Ken Griffey, Jr., 

Super Mario. Or even Darth Vader. You'll find them on games 
exclusive to Nintendo 64. Players will rock. Competitors will weep 


Is it worth the wait? 



Only if you want the best! 
^ NINTENDO , 64 


(NinTendoO 


’EDITORIAL ZONE 


■>■ ” . 




DAVE HALVERSON 
NICK DES BARRES 
CASEY LOE 

KELLY RICKARDS 
RYAN LOCKHART 
JASON WEITZNER 

BRIAN POCKETT 

ALICIA ESKEN 

JODY SELTZER 

ANDREW COCKBURN 
MIKE WAKAMATSU 

TERRY WOLFINGER 

BRUCE STOCKERT 

GREG RAU 

KEI KUBOKI 

ALAN POWERS 

ELAINE SCHINGS 

MELISSA CHISOLM 
AUDREY VINEYS 
CHRISTINE COURTEMARCHE 

A METROPOLIS PUBLICATION 


ABC AUDIT & MEMBERSHIP APPLIED FOR: 

NOVEMBER, 1994 
ISSN# 1070-3020 

ALL GAMES. GAME TITLES, CHARACTERS AND RELATED INDICIA 
CONTAINED WITHIN THIS PUBLICATION ARE COPYRIGHT AND 
TRADEMARKS OF THEIR RESPECTIVE COMPANIES. DIE HARD 
PUBLISHING MAY NOT BE HELD RESPONSIBLE FOR ANY TYPO- 

USHING. ALL RIGHTS RESERVED. REPRODUCTION IN WHOLE 
OR IN PART WITHOUT WRITTEN PERMISSION BY THE PUBLISH- 
ER IS PROHIBITED. ALL SECTION TITLES, CHARACTERS. AND 
RELATED INDICIA CONTAINED WITHIN THIS PUBLICATION ARE 
COPYRIGHT AND TRADEMARKS ©1995 DIEHARD GAME FAN INC. 
Dehad Sanetan. 

Sam “ 1240 . 

er 



I’d like to take this opportunity to answer the loyal 
Atari supporters who’ve been writing us in regards to 
our less than vast Jag coverage of late. It’s true, we 
came out of the gate smokin’, offering Atari a dedi- 
cated section and ample editorial support. Early on 
things looked great. Our Atari rep. Bob Brodie. took 
great care of us and had a general concern and love 
for Atari and the games they produce. But when Bob 
left Atari to spend more time at home, we were left 
with non-gamer types with little concern for our 
efforts and a general lack of interest in keeping us 
abreast. We were open-minded and excited when 
Atari announced it's re-emergence into the gaming 
world, and hoped that Atari would attract some high 
profile third parties with the licenses it takes to 
become a force in gaming. It looked good for a 
while, but as was the case many years ago, one 
thing stood in Atari's way... Atari. The reality of the 
Saturn and PS spawned a too-little-too-late CD with 
no support and then, when the Saturn and PS 
showed up on the scene, just about every developer 
worth his weight in foam rubber dove at the chance 
to program for the big boys. Jag development was 
put on the back burner, and just like that, the curtain 
fell. There were massive lay-offs at Atari this week, 
and, although nothing is official, it seems 


all but over. While Atari Interactive will begin PC 
development, the Jag sadly seems but a memory. If 
you can lay your hands on a Jag CD and copy 
of Batllemorph you’ll not only have a nice nflfe 
game but one heck of a collectors item. 

The game industry isn’t always a pretty place, and 
even the best-laid plans often fail. Case(s) in point, 
Sega’s VR headset and 32X, Nintendo's Phillips and 
Sony CD systems, and NEC’s Super CD. I do miss 
NEC. The Virtual Boy isn’t lighting any fires either 
but I believe it will find its audience granted we find 
a way to cover it, which we are currently working 
with Nintendo to do. 

Back in Volume 2, Issue 5, 1 wrote about this very 
thing. Too many consoles, too few developers. 

Good systems that, under normal circumstances, 
would have had a shot, have indeed gone by the 
wayside. 

My prediction for the future? The Nintendo64, 
Sony PlayStation, Sega Saturn, and Matsushita M2 
will reign, leaving no room for competition, and ulti- 
mately upgrade again as early as '98, but hopefully 
not before '99/2000. Wow, 2000. Imagine getting 
used to writing that on your checks. 

P.S. 16-bit’s still not dead. 







Save The Soul of Rock and Roll! 


You’re the hottest thing in Rock'n Roll, and somebody just stole your favorite guitar. 

It was the devilish Mr. Diablo - resident hard-case in Hades, and he's not about to give it up. He wants to play hard-ball? 
That's just fine with you. Grab your heavy metal gear and amp-up to raze the dead with the meanest, coolest tunes ever 
composed for a video game! Let the hordes of the Abyss know that they took on the wrong Rock 'n Roller! 

check out Johnny's website! http://www.anime.net/~johnnyb 


jumm 

«E 

Available on: 

Johnny Bazookatone is a trademark of U.S.Gold, Inc. 

trademarks of Sega Enterprises, Ltd. PlayStation and 
[he PlayStation logos are trademarks ot Sony Computer 
Entertainment, Inc. All rights reserved. 
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READERS’ TOP TEN 


1 . Virtua Fighter 2 - Saturn 

2. Diddy’s Kong Quest - SNES 

3. Chrono Trigger - SNES 

4. Doom - PS 

5. Killer Instinct - SNES 

6. Sega Rally - Saturn 

7. Loaded - PS 

8. Yoshi’s Island - SNES 

9. Street Fighter Alpha - Arcade 

10. Warhawk- PS 


READERS’ MOST WANTED 

1 . Killer Instinct II - U64 

2. Super Mario 64 - U64 

3. Super Mario RPG - SNES 

4. Final Fantasy VII 

5. Resident Evil - PS 

6. Tekken 2 -PS 

7. Zelda 64 - U64 

8. Mario Kart 4 - U64 

9. Toshinden 2 - PS 

1 0. Panzer Dragoon 2 - Saturn 



DEVELOPERS’ 
TOP TEN 

This Mouth's Guest Developer 

George Weising 

Player One 

1. Assault Rigs -PS 

2. SF Alpha - PS 

3. Toy Story- Genesis 

4. Wipeout- PS 

5. Yoshi’s Island - SNES 


6. Vector Man - Genesis 

7. Destruction Derby - PS 

8. Virtua Fighter 2 ■ Saturn 

9. In the Hunt- PS 

10. Jumping Flash - PS 


1 1 . Guardian Heroes - Saturn 
j 2. Panzer Dragoon Zwei - Saturn 
, 3. Night Warriors - Saturn 
4. Hollywood Spot - PS 
■ 5. Super Mario RPG - SNES 


6. Assault Rigs - PS 

7. Ray Earth - Saturn 

8. Floating Runner - PS 

9. Genso Suikoden - PS 

10. Dark Savior- Saturn 


1. Genso Suikoden -PS 

2. Panzer Dragoon Zwei - Saturn 

3. Resident Evil - PS 

4. Guardian Heroes - Saturn 

5. Night Warriors - Saturn 


i. Policenauts - PS 

J 7. Samurai Shodown 3 - Neo Geo 

8. Devil Summoner- Saturn 

9. Darius Gaiden - Saturn 

10. Alien Trilogy- PS 


, 1 . Resident Evil - PS 
2. Panzer Dragoon Zwei - Saturn | 
\ 3. SF Alpha -PS 
[ 4. Policenauts - PS 
I 5. Night Warriors - Saturn 


6. y’s Book 1 & 2 -TGI 6 

7. Guardian Heroes - Saturn 

8. Doom - PS 

9. Tekken 2 - Arcade 

10. Crystalis - NES 


1. Super MaricT-m 

2. Killer Instinct 2 - Arcade 

3. SF Alpha - PS 

4. Sega Rally - Saturn 

5. Soul Edge - Arcade 


6. Super Mario RPG - SNES 

1 7. Doom - PS 

8. Ridge Racer Revolution - PS 
9. Diddy’s Kong Quest - SNES 
10. Alien Trilogy- PS 


, 1 . Killer Instinct 2 - Arcade 
| 2. Super Mario RPG - SNES 
| 3. SF Alpha - PS/Saturn 
4. Doom - PS 
! 5. Assault Rigs - PS 


6. Resident Evil - PS 

7. Darius Gaiden - Saturn 

8. Diddy’s Kong Quest - SNES 

9. Tekken 2 - Arcade 

10. Soul Edge - Arcade 


1 . Resident Evil - PS 

2. Policenauts - PS 

3. Panzer Dragoon Zwei - Saturn | 

4. Guardian Heroes - Saturn 

5. Tales of Phantasia - SF 


6. Ridge Racer Revolution - PS 
I 7. Samurai Shodown 3 - Neo Geo 
18. SF Alpha- PS 
| 9. Diddy's Kong Quest- SNES 
10. Snatcher- PS 


WIN TIE GAME SYSTEM 0F YOUR CHOICE! ENTER TODAY! 

j All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren’t out yet, 

I on a piece of paper or a postcard then send them to: GAMEFAN TOP TEN, 5137 Clareton Dr., Suite 210 Agoura Hills, CA 91301 

First Prize: Second Prize: Third Prize: 

Your choice of a 32X. Your choice of ooe of the Picks A FREE year of GameFaui 

VIRTUAL ROY, or NOMAD. of the Month in Viewpoint. The best magazine in the universe! 

I Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified | 
| by mail and listed on this page. For a complete list of rules and regulations write: GameFan Top Ten with self addressed & stamped envelope. 


jCni Hflitiiis 

to last month’s winners: 

First Prize: 

I Jim Pennington, Elgin, IL 

| Second Prize: 

Sang Kwon, Torrance, CA 
I Third Prize: 

Joel Ruidera, Glendale, CA 
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I think it s pretty safe to say that Square loves you. They were brave* enough to 
develop Final Fantasy VII ( Final Fantasy IV in the States) on a platform with the 
I I; only storage medium they felt would do their trademark series justice... 

CD-ROM... or should I say two CD-ROM’s. Originally planne^dr the : f 
K Nintendo64 (In all truth, it probably wasn’t... look how far along this game 
# obviously is), Square probably made the decision to go with Sony when ml 
Nintendo decided upon the cartridge format. There was no vendetta 
against Nintendo; Square made a creative business decision: FFVII will 1 
cost 5,800 Yen ($58) when it’s released in December, FFVI cost 11 ,400 
Yen ($114) a year ago. Nothing has been released as far as storyline, 

' other than that the focal point of the game is the city of Midgar (upper -M4 
jS 4 right corner) and three of the many main characters: Claud, Ealis and 
jL* Bullet. I’ll be bringing you many, many updates on this game in the 
future... for now, we can but gaze upor*this f^|yQM|yjlW \g 
L^C-vvfe) I H AickRox 
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Ridge Racer Revolution (Sony Playstation) Super Reformer Racing Cars! 


Play a perfect game of Galaga 
88 without wasting a single bul- 
let. You must get a perfect 40. 


Now when you enter the car 
select screen, there will be an 
extra eight cars to choose from! 


Start a normal game and presto, 
Super Deformer Card. 


evolution (Sony PlayStation) Extended View, Mb M irr o r , Time Change 


To race without the rear 
view mirror, first pause 
the game in driver’s 
view, then hit TRI and 
LI at the same time. 


To race with an extend- 
ed view, first pause the 
game behind the car, 
then hit TRI and R1 at 
the same time. 


To change the time set- 
tings in the races, you 
must first beat the 
expert class. 


Then select “OTHERS.” 
Now you can race all 
day... 


ny-P teyStallSi)} Play W i t hout L i f e And O verdrive Meters 


During a 
match, pause 
the game. 


Now you can 
play the game 
without life 
and overdrive 
meters! 


(IJravcf 'With Pfli v ( ontroffcr ‘ In 
Hand Jfo 1 fund ‘Where 
l_ 'floaters ‘Prosper... 


Now press and 
hold CIR, 
TRI.SQU, X, 
and hit 
“SELECT” 
twice. 


Send in your codes... good, bad, or 
ugly. We ll look ent' over and choose 
one grand prize winner each month. 
Codes cannot come from a previous- 
ly published US magazine. Winners 
will be drawn each month and dis- 
played here in Hocus Pocus, the only 
place where cheaters prosper. 
(Current subscribers who win a sub. 
will receive a one-year extension.) 

• Any video game; (oalured In our "Viewpoint" section 


To this month's winners: 

First Prize: 

Tom Szaholczay. Henderson. NV 
Second Prize: 

Joe Kelly. Winchester, VA 
Third Prize: 

Jeremy Greenlield, Cane Coral, FL 

Hocus Pocus 


During the STAGE 
SELECT screen enter: 
SHOT, RELOAD, SHOT, 
SHOT, SHOT, RELOAD, 
RELOAD, SHOT 


Now you can play the 
ranking mode to see 
how good you really 
are! 


Now you can play Virtua 
Cop in Mirror Mode! 


During this SEGA logo 
enter: Hold C, and press 
UP, DOWN, LEFT, RIGHT 




Eun Select 


Then at this title screen, hold C, 
then press DOWN, UP, RIGHT, 
LEFT, UP, UP, LEFT, RIGHT. 
Now go to the OPTION PLUS 
menu, and turn gun select “ON.” 


Pause the game and reload your 
gun. Now you can use the 
machine gun and many other 
weapons! Up to 7 different 
weapons! 


STAGE SELECT 


pasasai 
SKOfftTB SELECT 

mom's s mss'spr 


Virtua Cop (SuyaSato m ) - 


During this SEGA logo, 
enter the following 
command: 

Hold C, then press UP, DOWN, 
LEFT, RIGHT 


5137 Clareton Dr. Suite 210 
8 Agoura Hills, CA 91301 
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1st Place 

Tom Szakolczay 
Henderson, 


PAUSED 

music uoiume 
niiiiiinmrmiM 

FH UOLUME 

iMimuniimim 

conxmiiE; 


Joe Kelly 
Winchester, 


Jeremy Greenfield 
Cape Coral, 
Florida 


Start a new game. Go to the “2 From the “MUSIC TEST," press While in “CtflW MODE,” enter: 

PLAYER CONTEST” mode and down 5 times to enable “CHEAT Y, A, SELECT^, DOWN, LEFT, 

press down 5 times. MODE.” A, DOWN. You will hear a 

chime and a monkey giggle if 
done correctly. 

THE PEOPLE ABOVE ARE THIS MONTH’S WINNERS! 
CONGRATULATIONS! AND KEEP SENDING THOSE TRICKS IN! 

YOU JUST MIGHT WIN A 5POT IN GAMEFAN’S SUPER HOCUS POCU5 SPREAD! 


t irtvilt*-* Irtrltl I [Spga Satomr 


Abnormal Level, Extra Credits, Rapid Fire 
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Go to the “?” during ...for “AKUMA,” press ...for “BISON, ” press ... for “DAN,” press “TEAM MODE” 

Arcade, Versus, or BACK 3X, DOWN 3X, BACK 2X, DOWN 2X, TRI, SQU, X, CIR, TRI Beat the game on LEVEL 

Training mode. Press and press either SQU & BACK, DOWN 2X, then or 5 or higher, and this 

and hold L2, TRI, or X and CIR, press SQU and TRI, TRI, CIR, X, SQU, TRI option should appear in 

and then... or... or X and CIR, or... the BATTLE SELECT 

screen. 


DOOM - PS 

TRI 

25.) TRI, CIR, TRI, TRI, 

MORTAL KOMBAT 3 - 

Infinite Lives - UP, CIR, 

(CHEAT MODES) 

8.) TRI, SQU, X, SQU, 

CIR, SQU 

PS 

TRI, DOWN, RIGHT, 

Done while game is PAUSED 

TRI, TRI 

26.) SQU, CIR, CIR, X, 

(KOMBAT CODES) 

SQU, DOWN 

God Mode: DOWN, L2, SQU, 

9.) SQU, TRI, SQU, X, 

CIR, X 

Slowly recover energy 

Invincibility - X, SQU, 

R1, RIGHT, LI, LEFT, CIR. 

TRI, X 

27.) X, CIR, SQU, TRI, 

975310 

DOWN, DOWN, UP, 

Lots of Goodies: X, TRI, LI, 

10.) TRI, TRI, CIR, SQU, 

TRI, SQU 

Super endurance 

DOWN, RIGHT 

UP, DOWN, R2, LEFT, LEFT. 

X, SQU 

28.) SQU, CIR, SQU, 

024689 

Electricity - RIGHT, 

Map Cheat: TRI, TRI, L2, 

11.) TRI, TRI, X, TRI, 

SQU, SQU, SQU 

No specials & energy 

LEFT, RIGHT, CIR, TRI, 

R2, L2, R2, R1, CIR. 

CIR, SQU 

29.) TRI, SQU, CIR, X, 

recover 

RIGHT, CIR, DOWN, 

Auto Map: TRI, TRI, L2, R2, 

12.) CIR, SQU, TRI, TRI, 

CIR. CIR 

040404 

RIGHT 

L2, R2, R1, SQU. 

TRI, CIR 

30.) SQU. CIR, X, CIR, 

Disable combos 

Speed - DOWN, START, 

Transparent Walls: LI, R2, 

13.) TRI, SQU, CIR, X, 

X, TRI 

722722 

RIGHT, RIGHT, DOWN, 

L2, R1, RIGHT, TRI, X, 

TRI, SQU 

31.) CIR, SQU, X, TRI, 

Hyper run jumps 

UP, START 

RIGHT. 

14.) TRI, TRI, X, SQU, 

CIR, TRI 

321789 

Ice - CIR, CIR, LEFT, 

Level Warp: RIGHT, LEFT, 

SQU, X 

32.) TRI, SQU, X, CIR, 

No special moves 

DOWN, CIR, UP, 

R2, R1, TRI, LI, CIR, X. 

15.) CIR, X, TRI, TRI, 

SQU, X 

555556 

RIGHT 

Kvin Kurpinsky 

TRI, TRI 

33.) X, X, TRI, X, X, 

First player do 1/2 

Fire - X, UP, RIGHT, UP, 

Westland, Ml 

16.) CIR, SQU, CIR, CIR, 

SQU 

damage 

RIGHT, RIGHT 


CIR, SQU 

34.) X, CIR, SQU, CIR, 

390000 

Super Jump - X, CIR, 

ASSAULT RIGS - PS 

17.) TRI, TRI, TRI, CIR, 

CIR, SQU 

Second player do 1/2 

UP, UP, DOWN, RIGHT, 

(CODES FOR EVERY LEVEL!) 

TRI, SQU 

35.) CIR, TRI, X, TRI, 

damage 

RIGHT 

1.) CIR, CIR. CIR, CIR, CIR, 

18.) SQU, CIR, SQU, X, 

X, TRI 

000390 

Bryan Worrell 

CIR 

SQU, TRI 

36.) X, TRI, TRI, X, X, 

Both players do 1/2 

Woodbridge, VA 

2.) SQU, X, SQU, X, TRI, 

19.) X. X. SQU, X, SQU, 

SQU 

damage 


SQU 

TRI 

37.) X, TRI, TRI, X, TRI, 

390390 

BATMAN FOREVER - 

3.) TRI, SQU, SQU, CIR, 

20.) X, SQU, X, TRI, TRI, 

SQU 

Joshua Levy 

SEGA GENESIS 

CIR, TRI 

SQU 

38.) SQU, TRI, SQU, 

San Antonio, TX 

(LEVEL SELECT, OTHER 

4.) TRI, SQU, TRI, TRI, CIR, 

21.) TRI, SQU, TRI, SQU, 

TRI, SQU, X 


OPTIONS) 

TRI 

TRI, TRI 

39.) SQU, X, TRI, X, X, 

GEX - FS 

At the Batman Forever 

5.) SQU, TRI, TRI, TRI, X, 

22.) SQU, SQU, TRI, 

TRI 

(VARIOUS CODES) 

title screen, press 

TRI 

CIR, SQU, TRI 

40.) TRI, X, TRI, CIR, 

First PAUSE the game 

LEFT, UP, LEFT, LEFT, A 

6.) TRI, SQU, CIR, CIR, X, 

23.) CIR, X, X, X, X, TRI 

SQU, X 

and then press and 

THEN B. 

SQU 

24.) TRI, SQU, SQU, TRI, 

41 .) CIR, X, TRI, CIR, 

hold R1, then press the 

Averey J. Brown 

7.) X, SQU, SQU, SQU, CIR, 

TRI, TRI 

TRI, SQU 

following: 

N. Charleston, SC 
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They say the last thing you see before you die 
is a blinding flash of light. 


| But Hey, You're A Mercenary. You're Used To This Stuff. | 

You've joined Da Wardenz. Big-time, highly trained armed forces specialists saving 
the world from injustice, corruption and global terrorism with the help of one very 
bad boy-: a fully armored, sophisticated M-13 Predator Battletank. Sure, war is hell. 
But at least you're kickin' to the awesome hip-hop soundtrack of San Francisco 49er 
football star and rapper William"Bar None"Floyd. 




k 


Command the deadly M-13 Predator 
Battletank across 30 mapped and textured 
terrains in real-time, first-person. 


IMSJML 


ShellShock and U.S. 









AOL (©keyword: NOA' 
www.nintendo.com 


■ America Inc. 


Mario's back in his biggest adventure yet 


f - Four years in the birthing, and now this bambino 
K; comes kicking and screaming into the world of 

I Morphmation graphics. A Nintendo brainchild that allows 
the characters and back- 


grounds to ripple, rubberize and 
react like nothing you've ever seen 
('cept maybe that nasty gelatin salad 
your mom puts out for company?. 

But there's more than eye-popping 


Do not adjust your 
television. These graphics 


Egg fights, screaming babies, 
vicious attacks — it's like 


day care from hell. are supposed to be wavy. 


visuals^to drool over. There's over 





60 Levels packed with all-new 
surprises. Huge expanding bosses. 
And Yoshi — a cold-blooded baby 
sitter who spits fire and launches. 


eggs out 
morphs 


his butt.. He even 


This little sucker doesn't 
just scroll left to right. 
He goes all over the place 
(and we don't mean Number Two). 


into a helicopter... 
try that with your average lizard. And if that 
there are over 130 different types of enemies. 
So, you may wanna put on a fresh diaper. 


Kicking, shrieking, 
crying, tantrums ... and 
that's just the guys who 
bought new systems. 

doesn't pacify you. 


ismmim 





Bi\qiS Hr) 
maul 


Once you recover from the shock of! 
seeing simplistic, polygonal 
graphics, you'll discover the joys 
of long levels, wondrous views, ~ 
spiraling platforms (just don't fall, | 
you'll hate yourself) and generally f 

awesome gameplay. Infinite con- 12 

tinues, but don't let time run out, or it’s game 
over. Though it’s a bit too easy at first, Floating 
Runner gets much tougher, and will keep you 
jumpin' and shootin' for a long while. Platform 
fans, don't miss this one, they're rare on PS! 
(Someone get Hermie a plane ticket stateside!) 


In my opinion, Capcom’s bestUL^rr -- 
fighter outside of Alpha 2, I 
Night Warriors is as close a A 
translation as I could have \\ 
hoped for. Unlike X-Men, ft 5 * 

almost all of the animation has 1 — 

made the trip to console along with identi- 
cal sound and gameplay. I was hoping for 
an optional arranged soundtrack ala SFA, 
but hey, you can’t have everything... or 
can you? I still want it! 


NIGHT WARRIORS 
SATURN 
CAPCOM • CD 
FIGHTING 


Alien Trilogy has great music, 
cool intermissions, flawless 
scaling and excellent lighting 
effects, but suffers a bit in the 
play mechanics department. 

Still, nothing recreates the 
Aliens experience more than this high-sus- 
pense title, and on those grounds I can 
heartily recommend it. Just redraw the 
face-huggers next time, 'kay? Those pixels 
are more scary than anything that actually 
happens in the game... 


ALIEN TRILOGY 


PLAYSTATION 


ACCLAIM • CD 


3-D ADVENTURE 


KING’S FIELD 


ASCII • CD 


ACTION/RPG 


Floating Runner is the first 3-D 
platform game that actually 
acts and plays like a platform 
game. You have your difficult 
jumps, multiple enemies, hid- „ 

den secrets, and that addictive! 

“platform feeling,” all in 3-D. The music 
was great, the characters were cool, and. . 
well... the game is just a blast to play. But 
the best part is, thanks to T*HQ (good job, 
guys!), we’ll see this cool game in America 
very soon. 


It’s been a while since I last 
played King's Field , but it’s just 
as much fun 6 years later, and in 
English. The game still has the 
same problems the Japanese 
version had (most prominently, 
it’s incredibly difficult when you begin play- 
ing), but if you can get into it, it'll repay you 
with a long quest, breath-taking scenery, and 
a pretty cool storyline. 


One of the best 100% polygonal! 
games, and a true 3-D RPG, 

King’s Field (actually King’s] 

Field 2, 1 was a dog) is a vast, 
puzzling, mysterious and totally 
addictive experience. I still! 
think the attack mechanism needs some 
work, but otherwise, I can think of no reason 
not to run right out and purchase this game. 
If Might and Magic and similar fare make 
you all warm and fuzzy, King's Field will 
rock your world. 


a long time coming, but we 
PlayStation owners finally have an 
RPG to play (well, the first one in 
English). I enjoyed the Ultima 
Underworld-\s\\ first person per- 
spective, and the long quest, but the v y 

fighting was a pain for the first few — — 

hours. The game starts off very slow, but once 
you get the long range weapons (like a crossbow) 
and begin facing more puzzles, King’s Field 
becomes quite fun. I just hope this gives more 
Japanese companies the idea to bring their RPG’s 
here. (Cough! Konami! Cough! Genso!)... 


It's Treasure, it’s action adven-flT 
ture, and it’s unlike anything I’ve I ^ 
played before. GH is a melting pot A fa. 
of genres including fighting, role \ . 
playing, action, and to a degree, W 
strategy. To play the game twice V 
and see and do the same thing is 
to play it dozens of times. Treasure has blend- 
ed the soundtrack so well with the game that 
you actually feel a part of it, and the new char- 
acters... genius. All this, and the best hand 
drawn graphics on the Saturn, equals near per- 
fecti on. A m ust own ga me! 

\GU Ek Bn ft Ek lOOl 


At first you’ll be hopelessly lostlHg^ 
in the on-screen chaos, but once HH' \ m 
you accept that as an essential W* **4 
part of the Guardian HeroesT 
experience, this game becomes 2 

a blast to play. The characters® I 

are very cool (Genjiro especially), and the 
multiple paths offer plenty of replay value. 
Two complaints: You should be able to fast 
forward the text, and the endings are a little 
short. But those are minor trifles compared 
to the quality fun time that awaits yo u in GH. 

Ek Ek Ek ®k Ek fool 


With the perfect blend of side! 
scrolling action and RPG elements, ^JHH 
Treasure has once again made an - 
incredible game. In fact, this might • 
be their best offering yet. The huge 
sprites, countless levels of paral- v ’y 1 — : 

lax, and an unbelievable amount of — - 

enemies on screen at once (with almost no slow- 
down), totally blew me away. And when you add 
in the hidden characters, the 6 player vs. mode, 
and the fact you can play beat the game a bunch 
of times without seeing every level, Guardian 
Heroes becomes my favorite Saturn game yet. 

Ek Ek Ek fflk Ek [07l 


9) (9) (9) (9. 


Not only is this a better transla-IJB 1|| 
tion than X-Men, but it was HA' i f | 
actually a great game to begin W* 
with. 12 awesome characters, I 
beautiful backgrounds, great 2 

play mechanics, and finger-1® ! 

friendly Saturn pad control. I wish they had- 
n’t cut so many sound-effects, though, and 
that straight-from-arcade music really 
hurts. Other than that, this is my favorite 2- 
D fighter on the Saturn (no, I haven’t forgot- 
ten about Alpha...). 

Ek Ek E, Mk Ek [*Hl 


Wow! After experiencing the pain I . 
that was X-Men, I simply did not qm- 
expect to see this level of quality in j 
Night Warriors. Whereas X-Men was At 
missing at least 40% frameage, NW J., / 

is missing what seems to be 5% of ; 9 

the frames on small characters and — 

about 10-20% on larger ones. This is probably due 
to the less crazy BG’s, but who cares... NW is a 
much cooler game than X-Men. My only gripes are 
a lack of training mode, no round set option, no 
time set option, and no arranged music. 
Otherwise, it’s Bolischoy Tavieda! 


g Ek H, Ml, o 
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GUARDIAN HEROES 
SATURN 
SEGA • CD 
FTG/ACT/RPG 










Ok, here's a quick test to see if L (^7 
you'd like Doom tor 3D0. Play 
any version of Doom, and blink 
real fast. Kinda hard to see -- Ssft 
what's going on? Doesn’t make vX; 
the game very fun, eh? Well, I k. 
that's exactly what the 3D0 version looks like 
in motion. Of course, you could always shrink 
the screen size to raise the frame rate, but I 
don't think any fan would enjoy playing Doom 
on a postage-stamp sized window. Suddenly, 
the SNES version’s starting to look real good... 


Doom did kick start an entire I V 1 
genre but by today's standards 1 ... 

even a perfect version would be a A to' 
questionable endeavor. The 3DO \ p 
version doesn’t even come close. wje. 

You can’t fault the hardware here, 3V 
this is just a wickedly bad transla-^ 
tion. Shrink the hyper letter-boxed screen to 
Game Gear size and you've almost got the Jag 
version, the soundtrack is cool and that's about 
it. This is not a good swan song for such a 
deserving title. I hereby beg Id for a Virtual Boy 
vers ion. .. Pleeease. . . 


This is the worst version of Dooml s ! 
I have ever played. Pixelly 'f 
graphics, non-existent player 
control, a hyper-slow frame rate, 
boring music, and vintage 1989 

special effects lowlight this! 

shameful game. It's such a shame that a title 
as respected as Doom is tarnished by this 
lackluster PC translation. If you own a 3D0 
and want to play a first person shooter, save 
yourself the embarrassment and buy PO'ed or 
Killing Time instead. You’ll thank m e later. 


It can be said in all honesty that f 
Policenauls has one of the best 
game storylines ever. Of course, 

I (a person whose entire grasp of _ - SB£ * 
the Japanese language came 
from three whole weeks of class) I >■ .- 
had a bit of help from Nick Rox understanding 
the intricate plot. I can only dream of seeing 
this “sequel" to Snatcher in English (I want to 
play it again so bad), but thanks to Konami's 
sports fever, the chances of seeing gems like 
this (or Genso) here in the states is ab out nil... 


Ah, Konami. They know how to|HS"_ 
tell a story. And like in Genso, ■«' Vf 
Policenauts doesn’t need its 
flashy FMV and great soundtrack T 
to make it a great game... It has & 

substance. The shooting levels® 

are pretty cool (get a mouse), but this game 
is still just a digital comic, and is really a one 
time only ride. Still, well worth the price of 
admission... If you know Japanese. I won’t 
even bother to beg Konami to bring it out 
here... What's the point? (sigh...) 


Once again, supreme adventure heav-p ,.j 

en is here, for you, from the gods at 
Konami. I truly thought adventure y 3? 
gaming could get no better than M- 
Snatcher, in terms of storyline and i . ' § 
gameplay, at least... and boy, was I 9‘ 

wrong. The big K has outdone them- s — 

selves in everything from the beyond-beautiful 
music to the professional quality cinemas. And the 
story... well, I can’t even go there it's so great, let 
alone WANT to for fear of ruining it for you. If 
Konami doesn’t find a hole in their sports-ridden 
lineup to release this here, they're SNAPPED. 


POLICENAUTS 
PLAYSTATION 
KONAMI • CD 
DIGITAL COMIC 


Can this be? Is it a real Konami 
game? One without balls (sports 
balls), and scoring, and polygons? 
' Genso Suikoden is the 


I’ve been waiting for an RPGISJ 
like this for years. Why can no V-§ | 
other companies grasp how \W* 
important a good storyline and f 
characters are? Not since & 

Lunar 2 have I cared about my® I 

party members as much as I care about my 
characters in Genso. I'm sure FF7 will be 
spectacular, but Genso gets the gold as the 
first great 32-bit RPG on any system. And 
don't even get me started about the music... 

I could talk all night. 


Well, what can I say except) , 

“Konami Loves You™?” At first KaM *'i 
glance I was turned off by Genso ' s •£», 
framey overhead world “effects,” ■ & 
and its semi-16-bit feel, but the 4 . - / 

incredibly original storyline and -* jf 
gorgeous battle scenes, not to 
mention 108 party members, three fight sys- 
tems, and some ot Konami's finest music to 
date, drew me right back in. An absolute must 
for RPG fans... This is easily the best 32-bit 
RPG yet, and another game Konami must be 
punished for if they don’t bring it out. 


Why yes! _ 

best traditional RPG I’ve yet played V 
on a 32-bit console. Konami's fight- V' 

ing system is a genius design, both 1 ^ 

mechanically and graphically, the story's deep and 
above the kindergarten mentality, but best of all, 
YOU DON’T GET IN A FIGHT EVERY TWO INCHES 
YOU TRAVEL! With the new Konami fully etched 
into the sports scene, it will be a cryin' shame if 
GS never comes out here, so... license it! 


GENSO SUIKODEN 
PLAYSTATION 
KONAMI • CD 
RPG 


Sidewinder looks, feels, andl < 

sounds just like a true flight 
simulator, until you get close to V3 1 ' 
the ground. The lack of speed £> 'S»T 
here is so unbearable, anyC 

sense of flight was totally lostL? 

for me. Why? What possible reason could 
Asmik have for ruining a potentially out- 
standing game by doing this? No pop-up, 
lotsa enemies, and nice music makes this 
game playable, but I'll just hold off until 
something a tad more realistic come s along. 


Sidewinder comes really close ffiS 
to being amazing, but thenMY'^jli 
crashes and burns big time. ^1 

Why even bother making a real- 1 
istic feeling, technically accu- ^ 

rate flight sim when you can only 1 — “ - 

make it go 15 miles per hour!? This game is 
one gigantic school crossing zone. Impres- 
sive looking, but fundamentally repetitive 
and not much fun, this is Ace Combat all over 
again. I'll take Warhawk, thanks. 


Finally! A new and refreshing! Q 
flight sim! Although SW has its 
good and bads (note how the ’"V 
ground never speeds up as you zip 
by it), the overall feeling of no 
pop-up, and crisp, clean polygons 
give it a definite “thumbs-up” on 
my simulator list. The controls are fairly easy 
to get used to, and the missions are really 
insane! A real step above Ace Combat, and def- 
initely the most blazing flight sim yet. Hey! You 
can even link-up with another player and blast 
him rig ht ou tta the s ky! I lik e it! 


SIDEWINDER 
PLAYSTATION 
ASMIK • CD 
FLIGHT SIMULATION 


OK, an overhead shooter with 
some nifty polygon visual 
effects... Sound good? Well, 
for some reason I didn’t like it. - 'SsT 
I’m sure it might have had v 

something to do with the lack ofUL 

any challenge, annoyingly repetitive music, 
or (besides the scantily used polygons) the 
graphics looking very 16-bit. Not only that, 
Stahlfeder was just boring to play... First 
Two-Ten Kaku, now this, what’s with shoot- 
ers on the PlayStation lately? 


game didn’t have its 5 or 6 polygon IPT \ n 
parts, no one would even look at it 
twice, but instead it gets this F 
undeserved media image of some- 3 

how representing the synthesis of [■ j 

2-D and 3-D shooting. The regular game is 
pretty much a joke, and really, so are the poly- 
gon parts. This would be impressive if it were, 
say, an FX chip game, but does Santos honest- 
ly expect to impress anyone who’s ever played 
Philosoma (which at least looked good)...? 


here. While I can’t say Vgr 
Stahlfeder is as bad as Two-\ ' 

Ten Kaku (it almost is), I can . / 

say this: 30-minute long shoot- )-- » 
er with fancy eye sweet-meat bosses and 
terrible tunes. This game is SO not worth 
your time and money, it’s nearly inde- 
scribable. If you must have a PS shooter, 
go for Philosoma instead... 


STAHLFEDER 
PLAYSTATION 
SANTOS' CD 
SHOOTER 




Although I’ll probably be riled by L 

the rest of the GF staff, I actually 

enjoyed Ninku. Sure, it didn’t have 

any chain combos, smooth anima- 

tion, or logical gameplay like£>,«S?'' 

almost every other fighter claims to % 

contain, but it does promise some- — — ‘ 

thing no one else can: a laugh or two. 
Sometimes I get tired of Street Fighter or Tekken, 
and need something a little more light-hearted; 
that’s where Ninku comes in. And although it 
can’t hold a candle to any major fighters, it’s still 
a fun game to play, plain and simple. 


I get the feeling that this would BSTTHl 
have been a really awesome 
game if I actually cared about W* M 
the series, but Ninku? Who l 
really cares? The backgrounds | 

are impressive by themselves, 1 — * 

as are the character animations, but they 
don’t really work when put together. The 
control’s fun and all, but you know, it’s 
Ninku. You’d really have to be a fan of the 
show to truly appreciate it. 


The coolest thing about Ninku is its| A ~\ 
hyper Japanese novelty. While it Y ^ 
does have impressive texture Y 
mapped polygon playfields (that \i;- 
rotate during battle) on the serious 
side, it also has big comedic l K- . 
value. Lil’ Ninku is a nasty character who I’m 
told is quite the devil in the anime series from 
which this is derived. Turn to page 68 for even 
more freaky behavior. The game plays like a 
standard lighter, albeit a tad slow and pseudo 3- 
D. Overall, an enjoyable non-enthusias t fighter. 


. smHaafej: 



THIS JUST IN! VIRTU A FIGHTER 3 DEBUTS AT THE AOU! 

Literally as we were scraping the last bits of info into ‘Up To The Minute’, we got a call from Kei, who's in Japan attending the AOU show. 
According to Kei the game looks like the renders from the portrait collection! Not only are they totally smooth with no visible jagged edges, but their 
eyes move independently, as the camera sweeps! Fighting Sonic and l IF Kids are the other two big attractions. Of course we’ll have a complete 
report, along with shots, next month in Japan Now. Stay tuned! 


RayStorm is the sequel to Taito’s ’94 shooter RayForce/Layer 
“Sometimes there are problems in the adult world you just have to deal 
with" Section/Galactic Attack. The innovative lock-on laser is back, and 
this time everything’s constructed out of polygons, and the gameplay is in 
a new “half top-view" perspective. Looks cool! 


Tokyo Wars is a four-player “survival 
tank shooting game” set in Tokyo of 
the future. Maneuver your tank 
through huge city maps, hunting 
down your opponent. Sega and 
Namco are coming up with some 
cool competitive games of late. 


Namco and Sega always seem 
to come up with the same con- 
cept independently of each other; 
this is true of Tokyo Wars and 
Gunblade NY. Shooting games 
in capital cities! Wow. Lovin’. 


“Hmm...,” you may be thinking, “This looks pretty familiar." It should... this 
game runs on Sega’s Model 2. but it’s not by Sega! This is Tecmo's Dead 
or Alive, the first third-party Model 2 game. More shocking news... there’s 
Punch, Kick, and - now this is the shocker - Guard! DoA is out in spring. 


Ah! Some real gameplay shots of Virtue Fighter Kids. Much later On the upper left is Dunk Mania, and the rest are 

on in this issue you’ll be seeing some image renders of this Xevious3. Dunk Mania is a blazing new basketball game 

game in Japan Now; ignore those. As you can see, VFKhas hit w jth multiple motion-captured characters and... well... 

to &J!ghter Kids " is Xevious3 is a remake of the classic 1 982 shooter Xevious. 
the Saturn-driven ST-V: There is much pixellage and what looks but constructed entirely of polygons. Luckily, these two 

to be parallax backgrounds. We’ll have more as it develops games weren t all Namco was showing at the AOU... Ouch. 


G-Craft’s promised sequel to last year's beautiful Arc the Lad 
is currently 50% done, and is on the way for a spring release. 
ATI// has three times as many battles as the first and five 
times as many CG movies. Your original party of seven will 
now be joined by a new hero.AjtaHHti|MiM^i| 


Elk, and heroine , Liza. 





Dateline Croyden. just outside of Loodoo. While visitiog Probe's HQ, Jay Puryear, 
now a frequent flier, got a behind-the-scenes look at the makiog ot Die Hard Trilogy, 
featured on page 28. The DHT team at Probe actually traveled to the Big Apple and 
filmed parks, buildings, lightposts, and other similar NY fare (while dodging gunfire 
and windshield washers oo doubt), to use as the actual textures io the game! We'lf 
hav e the whole story on this and more hot Probe surprises, next month. 


Finally! It’s been nearly a full year since we’ve 
seen anything new on Konami’s ultimate isometric 
PlayStation game, Overkill. As you can see, not 
only is Overkill not for the faint ot heart, but it 
exhibits that classic Konami look reminiscent of 
some of the best games of both the 8 and 16-bit 
eras. The action category, in my eyes, will always 
be where Konami belongs. I cannot stress to you 
how happy I am to see this game. I ooly pray that 
Castlevania is close behind. We should have more 
oo Overkill next month. 


rrt * 

Crystal Dynamics’ Blazing Dragons tor the Saturn and PS has a good 


shot at becoming the best animated point and clicker in gaming histo- 


ry. Featuring voices from the likes of comedian Harry Shearer, Cheech 


Marin, of Cheech and Chong fame, and Jessica Hahn, of Howard Stern 


fame, this one’s got big fun written all over it. Though not overjoyed 


about this category 1 must admit, when these adventures are done this 


well, they are truly quite happenin’. I'll be playin’ this one. Is Blazing 
Dragons up to the challenge posed by Discworld and Brain Dead 13? 


Find out next month. 






Finally! It seems I’ve been waiting for Alien Trilogy 
almost as long as I’ve been waiting for a decent sequel to 
Alien... But as Alien Trilogy is one of those rare titles for 
which Acclaim tells their developer, “Take as much time as 
you need,” I’m certainly not going to complain about the 
delay. Probe put a lot of effort into this one, and the 
results speak for themselves; Alien Trilogy is one of the 
best movie-to-game translations to 
date. 

But is it another Doom clone? Yes, 
I’m afraid so. Though Probe tried 
pretty hard to differentiate Alien 
Trilogy from the current glut of Doom- 
inspired action titles, there’s really 
nothing too new or innovative here. 
But what is here is, for the most part, 
done right. 

All 3 movies are represented in 
Alien Trilogy, with each one being the 
basis for a 12-level section. 
(Obviously, they’re only loosely based 
on the films... I guess they figured 
that the Alien and Alien 3 games 
wouldn’t be quite so much fun if they 
l - . . [ . each had a total of only one enemy.) 

' 1 r 1 This is probably the coolest part of 




■ 

Play 

Station 



the game... Though the play mechan- 
ics remain basically the same, there’s 



always lots of cool new backgrounds 
and a few new enemies to look for- 



ward to when you begin a new sec- 
tion. The games are all linked togeth- 
er by a few minutes of excellently 



done, very high-budget computer-ren- 
dered FMV. 



TAKUHI 

Truly an authentic Alien 
experience. Work on that 
hit tracking, though... 


The game mechanics are very 
Doom... Explore large areas, pick up 
guns, shoot enemies, look for the 
exit, etc. But while the theme’s the 
same, Alien Trilogy has an atmos- 
phere all its own. The game’s very 
dark, and full of metallic colors, all of 
which light up for the briefest of 
moments when you fire a weapon. 
There’s a ton of different wall, floor, 
and ceiling textures, and this game’s 
artists have mastered the art of using 
cold, dim lighting to cover anything 
with a spooky antiseptic glow. Each 
level has quite a few different areas, 
too, so while you may spend most of 
the time in dark linking tunnels, you’ll 
find many well-lit and impressive 


looking hospitals, control rooms, locker rooms, rec rooms, 
and even swimming pools. You’ll find plenty of furniture 
in these rooms, too, from cots to desks to cold-sleep 
pods. The degree to which you can interact with these 
items is impressive: You can blow open lockers, break 
windows, and even open up the cold-sleep pods. 

Complimenting the creepy mood of the game’s locations 
is the music... Full movie soundtrack style that sneaks 
into the game in a quiet, ambient sort of way, and then 
twists into a sort of panicked intensity when the action 
gets more intense. Beautiful stuff, and it’s well compli- 
mented by decently sloshy, squishy, alien sound effects. 

Another big addition is the variety of different mission 
objectives. Each game’s storyline sort of flows, from 
reconnaissance missions in the early parts to destroying 
(or fixing) specific targets in the later parts, and then to 
taking out a boss. Mission objectives include everything 
from destroying specific enemy specimens to collecting 
the ID tags of dead comrades. There’s definitely a good 
deal of variety here. 

But I do have some big complaints with Alien Trilogy. 

The enemies aren’t as well done as they could have been... 
They pixelate close up, to an especially embarrassing 
degree in the case of the face huggers. Even worse, 
they’re very lacking in the Al department. Infected marines 
just stand there and shoot you, as you shoot them. The 
bosses are particularly easy: Just maneuver them into a 
corner, and then unload your assault rifle, leaving them 
virtually paralyzed. 

Worst of all is the hit tracking. Like Doom, you can’t 
look up or down, so when an enemy is on a plane above 
or below you, you have to leave it up to the computer to 
know which direction you’re trying to shoot. But it really 
sucks at this, so the whole strategy of trying to catch ene- 
mies unaware by blowing them away from a higher plat- 
form or through a window is gone. The sad thing is that 
sometimes they can shoot up at you, even when you can’t 
do the same to them. 


While Alien Trilogy doesn’t really suc- 
ceed in being a better Doom than 
Doom, it does do something very few 4 ^^\ 
licensed games can claim to do; it 
makes you feel like you’re actual- A * 
ly existing in the world on 
which it’s based. And that ^p| . j_ 
really is a rare and remarkable 
feat. So even though the pro- 
grammers missed a few key 
points when designing the play 
mechanics, the artists and musicians 
captured the feel of the films so well that I 
can wholeheartedly recommend Alien 
Trilogy to Alien fans. -Takuhi 
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A couple of new twists on the Doom 
concept: There are obstacles, such as 
the steam vents, that must be avoided, 
and you have to use specific weapons 
to destroy specific obstacles, so be 
careful and don’t completely drain any 
one weapon just on enemies. 
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You can interact with just about any obstacle you 
come across in Alien Trilogy. You can open the 
cold-sleep pods to find the ID tags of alien victims 
(or, if you’re not so 
lucky, the chest 
bursters who killed 
them), break win- 
dows and lattice 
wails for easy 
shortcuts, and 
blow away lockers 
and curtains to 
look for hidden 
items. 
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TOtyO HIGHWAY BATTLE 


TOTAL 


Here’s a look at Jaleco’s new (and first next-gen) 
3-D racing game, Tokyo Highway Battle. At this 
point the game is quite early, and therefore still a 
little rough around the edges. Even so, THB has 


As its title states, the 3 tracks in Tokyo Highway 
Battle are taken from (surprise) actual streets and 
highways in Tokyo, Japan. Skyscrapers and bill- 
boards line the sides of each track and, unlike the 
race cars in RR, buses, 18 wheelers, sedans and 
other real-world vehicles populate the streets. 

For a yet un completed game, THB features a sur- 
prising amount of refinement in the areas of car 
control and response. So, to say the very least, 

THB is going to play very well. Power slides play a 
big part in the gameplay. 

Jaleco may have a hit on their hands with THB. 

As it stands, the control is in fighting condition, the 
visuals are good, the 3-D scaling is decent, and the 
tracks are diverse and realistic. We'll keep a close 
eye on Tokyo Highway Battle. K. Lee 


PlayStation 


potential. 


Let's start with the graphics. It’s obvious that 
Jaleco has taken the nidge Racer approach to the 
game graphics. Like RR, Tokyo Highway Battle’s 
pre-race set-up screens consist of 3 rotating, flat- 
shaded polygon track layouts and multiple large 
rotating texture-mapped polygon cars. Out on the 
track, the deja vu's continue. Imagine a game that 
combines the graphical look of Ridge Racer and 
Ridge Racer Revolution, the sweeping turns and 
elevation changes of Rave Racer ( Namco’s arcade 
sequel to Ridge Racer 2), and you’ll get a feel for 
what Tokyo Highway Battle is about. 


LAP TIME 
10 ’ 1 6 " 85 1 


TOTAL TIMI 
00 ' 1 6" 852 
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PlayStation 


T*HQ has an impressive lineup of PS games headed ourV‘ 
fay, the most exciting of which is the recent import Hi* 
release. Floating Runner, by XING. What’s exciting m 
about Floating Runner is that it’s the first true 3-D 
| platformer to surface on a 32-bit home console. I 
1 know, it was supposed to be Jumping Flash, right? 

■I Well, not quite. While Jumping Flash did exude 
I supreme platformness, it was all harnessed within a 
floating island structure. Floating Runner's levels 
are spread out over a vast area, moving forward, 
left and right, and up and down, via floating 
platforms. With ten areas to complete and 
two stages in each, FR is not only supremely 
. T entertaining, but long as well. The gameplay 

W is not only finely 

N tuned and way 

mV fun but 


INTENSE 3-D PLATFORM GAMING FOR Y( 
PLAYSTATION... FROM T»HQ!? 


thankfully, ain’t all that easy. So, on with the review! 

As anyone with two eyes can see. Floating Runner is com- 
prised completely of polygons, both texture mapped and flat 
shaded. One may ask why the flat shaded variety are present 
at all, but once you’re playing you see why. Any added com- 
plexity to the graphics would have created a bit of a mess, as 
this game is vastly multi-tiered. The areas that are textured 






;are brilliantly done eo, and the 
^flat shaded variety never seem 
out of place. The only sprites in ? 
the game are the explosions 
and lighting effects produced by %*,;**« 
certain weapons, of which there are six 
you can find and use. 

Adding to the visual force in FR is the fantastic 
no-slow-down-at-all 30 fps rate at which everything 
moves. And trust me, everything moves. Not only 
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rable gameplay elements are the many 
hovering platforms, lengthy water slides 
you must zip down and hurl off, and the 
all around feeling of height you get as you 
negotiate up winding paths. 

To say the very least, Floating RunneFe 
3-D platform gameplay is among the best 
syet exhibited on any next-gen platform. 
‘Another key element (or non-element in 
this case) is Floating RunneFe lack of an 
on-screen map. You’ll actually get lost in 
many of the huge levels. 

This ties in directly with actually finish- 
ing the game, because you can die and 
continue an unlimited number of times, 


Thankfully, 


■ | man. 

the designers f. ^ 

have allotted 

I area^once you 
know where to 

^ toggle on the fly: one overhead, and one slightly 
gl behind. The overhead cam allows you to peek ov< 
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Fox Interactive’s first PlayStation title employs three 
totally different game engines, each varying in graphics 
and playability, but holding in common a feverish level 
of intensity. Die Hard Trilogy has 36 levels broken up 
evenly among the three different scenarios, but in an 
odd twist, you can actually switch freely between the 
three games, instead of having to play them all in order. 

The game modeled after the first Die Hard is the one 
most faithful to the movie on which it’s based. You must 
make your way up through Nakatomi Plaza, from the 
parking garage to the penthouse. The perspective is sort 
of a cross between Commando and Lone Soldier, with a 
■■■• : , POV that always fol- 

•jJ|P iSKK“TS 

PI ' • — — a bit more suspense- 


ful and strategic than the other two games, but there’s 
plenty of high-powered weaponry and villains to kill. 

The Die Harder game can be summed up in two words: 
Virtua Cop. It’s compatible with the controller or mouse, 
and should work with the gun, if one ever comes out. 

The shooting scene has 3 scenarios, an airport, snow- 
mobile chase (sounds promising), and helicopter ride. 
This scenario definitely delivers a lot more high-speed 
shooting action than gamers who have played Horned 
OwImU be used to (major understatement). 

The final scene is most similar to Twisted Metal, in 
that it features vehicular mayhem with a high degree of 
freedom of movement, 

as you hunt for bombs j flfllKfiflfl 

hidden all over the UUMraUUU 
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city. The settings cover many familiar locations of New York, from congested 
Wall Street roads to the grassy hills of Central Park. Although it’s a bit too soon 
to make final judgments, this is, in my opinion, the coolest part of the game. 

The visual effects are insane in Die Hard Trilogy, but the graphics aren’t just 
chrome. It’s all interactive, meaning there's not much on the screen you can’t 
blow up. You can shoot up monitors at Nakatomi Plaza, blow up parked cars in 
NYC, and even crash a few planes at Dulles just for kicks (just kidding ’bout that 
last one...). The details aren’t always just for show, either. For example, blow- 
ing up a car in the garage from the Die Hard scenario activates sprinklers com- 
plete with translucent water you can walk through... very cool! Fox Interactive 
didn’t censor themselves in the carnage department, either; you get everything 
from blood pouring from John McClane’s glass-gouged feet to puddles of bodily 
fluid from mistakenly shot hostages. Look for the full review in a future issue of 
GameFan. -Orion 
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hidden stuil. But if you get a 100% in Spot, 
you get a lot more than some lame little star 
on the title screen (yes, I’m still hitter about 
Yoshi's Island...). I won't tell you exactly 
what, but it’s clearly something Virgin’s put a 
lot of time into. 

There’s no system specified for the game 
you're looking at now, because as of yet, 
both 32-bit versions are exactly the same. 

But in a few months, they’ll be split apart, to 
be improved in whatever applicable ways. 

For the Saturn version, that means mist 
effects and souped-up backgrounds, and for 
tbe PlayStation version, more polygon effects 
and possibly some transparencies and light 
source-shading (although Virgin’s developed 
a sort of software light-sourcing technique 
that is employed in both versions.). The two 
versions will be released simultaneously. 

Also new to the 32-bit versions are some 
very impressive intermissions. The opening 
is particularly impressive, and looks nearly 
laser disc quality on the PlayStation. 

Virgin’s wisely decided to eschew Cioepak 
for the Saturn version, and the video through 
their own FMV driver looks almost as good 
on tbe Saturn as it does on tbe PlayStation. 

The music will also turn some heads. 
Perfectly-fit John Williams music has been 
chosen lor the cinemas, while Skeleton 
Warriors composer Tommy Tallarico is han- 
dling the in-game music. Tbe quality is 
excellent, and Virgin's used a new little trick 
to allow them to loop the music that’s actual- 
ly recorded oo the CD, so you not only get a 
seamlessly linked soundtrack, but 
also get to listen to it through a 
regular CD player foriree. 

So Virgin definitely bps a strong % 
foundation for Spot’s 32-bit 
conversion here, it's just too 
had we ll have to wail so long V 
to actually play it. But hey, - 
we’ve waited this long, a few more 
months won't hurt, right? Stay tuned for a 
full review before their summer/fall '96 , 
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Upon entering the graveyard, Han is struck by a devastating bolt of lightning. The legendary sword he stole 
during his travels is about to be reclaimed by its rightful (but dead) owner. As the undead hero rises from his 
yrave to reclaim his sword, he angrily begins to beat on the Guardian Heroes. Randy, however, quickly learns 
how to control the skeletal beast and he joins you in your quest. During the yame, by pressing X, you can call 


jup the undead one's command menu and direct him four ways. 


After defeating the enemy here, you must choose from three pos- 
sible destinations which ultimately branch out accordingly to 
many, many. more. The path shown led to level five, while anoth- 
er takes you to level three, and one even further. I have yet to 
travel all thirty levels in one yame. The amount of variables in CH 
is mind-bogglingly vast. Not only are up to five options dis- 
played several times during the game, but the character you are 
playing may also play a role in the yame’s outcome. 



Remember, you’re in control of the undead hero. Th* T” Hm|H r = — : — . — z 1 

When passing though towns filled with innocent Enemies .will attac , temptm? you to re-arm 

people command him to harness his sword. If he 

kilkmnocent townspeople, bad karma will - - | | 

At the end of this toad, you'll have your first encounter with Reinhart Vulyar. Depending on the situation, he can either be friend, or foe, or both. After attack- 
in; you here, he is betrayed by Cannon G. Grey and his wizards. Cannon entombs you in an eneryy field and takes you on a journey through Heaven and Hell, 
aton; the way filling you with his evil wisdom (at least in the import version). Once you return, you will have to make a decision... attempt to kill him, run 
away, or fiyht another day. Mayic has no effect on Cannon, and he is a ruthless opponent. Run away and you'll pay later... 
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What you thought I was finished? No way. These intense shots from a later level ouyhta convince anyone with a pulse that CH kicks Htt in a bij way. 
Actually, our Iron Rain CD wouldn’t boot up, so I've jot some extra space to fill. You’ll see Game arts’ IRiCun Criffon ) nexfsh. 


After beating Guardian Heroes fa first time, you can choose 
Selena. She’s by far the strongest character, and can ju^le 
^ opponents indefinitely. Depending on which path you choose 
and character you select (there are hundreds of combina- 
tions), each time you beat the ?ame, you’ll earn the ri^htto 
control your fallen foes in the six-player vs. mode!... FIGHT! 
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The beast below and left is one of the milder last bosses. The real one produces special effects you simply won't 
believe. This insane boss is best left for you. Come to think of it, you Gunstar Heroes fans may recognize him... 
In the ending below and ri?ht, the undead hero doesn’t return to the ?rave! It looks like Reinhart jumped in and 
saved him at the last minute. I can’t wait to readies ?ame. I hope it ?ets an accurate translation. 


Here, in one of many endings possible, the soul of the undead hero is saved 
by the thou?ht-to-be-slain Reinhart Vulgar. Each is followed by a different 
scrolling portrait in contrast to the outcome, which depends on you. 

Exactly how many endings are there?... I intend to find out. 
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The first releases of the new 32-bit platforms 
brought lots of quality games, but very little in 
the way of innovation. You get fighting 
games... in 3-D! Driving games... in 3-D! 
Action-platform games... in 3-D! Not that I 
have anything against classic genres being 
done better, but I wanted something new, 
something innovative. That's why Panzer 
Dragoon stands as my single favorite title of 
32-bit’s first year. Sure, it's been beaten in 
terms of graphics many times, but it was actu- 
ally something new. Anyone who says it’s just 
another first-person shooter hasn't really 
played it. 

Even more than that, Sega poured time and 
money into giving Panzer a mood and feel 
unlike any other: the insane organic technology 
of the enemies, the oddly exotic settings, the 
brilliantly unconventional soundtrack, and a 
story and quest that gave the game an almost 
dream-like flow. It was a masterpiece. But, as 
it turns out. it was only the beginning. 

All the things that made Panzer Dragoon 
great are back in the sequel (except for the 
music), but it’ll be a while before this one’s 
beaten in terms of graphics. The increase in 
graphic quality is astounding... The original 
Panzer, which blew me away less than a year 
ago, now looks laughably bad in compari- 
son. The new levels all have a great deal of 
variety in terms of backgrounds, and have 
almost no perceptible pop-up. Enemies and 
sprites are smoother and even 
better animated, and come 
much closer to you than they 
ever dared before. The pro- 
grammers actually thought of a few 
ways to use the Saturn's 2-D 
prowess to create better 3-D, and 
as a result, level 3’s forest (in which 




you're flanked by parallax on both sides) is one 
of the most impressive scenes in the game. 

And some of the effects, like the water in level 
4, are unbelievable. Not only does the water 
flow and sparkle realistically, but you can see a 
perfect wavy, murky image of the Sea Chicken 
boss when he's underwater, and an equally 
perfect reflection when he's above it. Speaking 
of which, that boss conflict (pictured all around 
this text) has got to be one of the most impres- 
sive scenes in video game history... And I don’t 
even wantlo talk about how cool the last boss 
is. 

Our version wasn’t quite finished, so we're 
not sure exactly how Team Andromeda will 
implement the game's new multi-path levels 
and dragon maturation system, but the variety 
in both areas is definitely welcome (see the fol- 
lowing pages for details). The other new addi- 
tion this time around is the "Berserk” feature, 
a special bar that increases as you kill your 
foes. At the press of a button, your dragon 
unloads all of this pent-up anger, by rapidly 
locking and firing its lasers at just about any- 
thing that moves. The only disappointment is 
in the music... It's still pretty good, but it's all 
PCM, and isn't by Yoshitaka Azuma, Panzer Ts 
composer. Still, the new guy's clearly studied 
his predecessor, and the 
new soundtrack upholds 
the mood quite well. 

Panzer hits Japan in 
March, and here only two 
months later. Until then, play as 
much of Panzer 1 as you can. 
because once you've seen the 
sequel, I have a feeling that 
you’ll probably never be tempt- 
ed to even touch the original 
again. -Takuhi 
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The most frequently heard complaint about 
the original Panzer Dragoon was that it was 
on tracks; you could fly around freely, but 
only on a preset course. Though Panzer 2 
has yet to achieve total freedom of move- 
ment, levels 2-4 (and possibly more) each 
have at least one fork, with totally different 
backgrounds, and enemies in levels 2 and 4, 
and different mini-bosses in level 3. We’ll 
have to wait till the final version to see if 
Sega expands on this further. 








m | Depending 

p .'■<*>' , on which 

paths you 

choose as you play through Panzer 2, 
your dragon matures in different ways. 
Ultimately, there are six different kinds, 
all with different main weapons, life 
bars, and speeds. The ultimate dragon 
seems to be the war-horse pictured 
above, but by cheating and using the 
built-in dragon select that was in our 
beta copy, we were able to get a power- 
ful, blue flat-tailed dragon that was 
unattainable through "n. 

conventional means. -A 

Hmmm... 
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WE APE... WATCHING YOU! 

COULD SEGAS VEPSION OF CONGO BE BETTEP THAN PAPAMOUNT’S?,.. EASILY! 


SEGA SATURN 


IMAGING 


While that's not saying much (the movie was a turd) Seya’s Conp, 
a yame I was seriously worried about after watchiny Ernie Hudson 
fumble about with a hunch of would be bananas ana a talkiny 
yorilla, is actually shapiny up to be a very yood and somewhat 
unique 3-D adventure. 

luckily for everyone involved, Confo the yame is not based on the 
movie. Rather, it takes place after an expedition has already been 
lost to the mad apes, with you playiny the sole survivor. A very sick 
sole survivor. So sick, in fact, that your vision often sways, pro- 
duciny a liquid effect to the yraphics throuyhout much of the early 
levels. 

you’ll have to find diamonds to earn 
caryo drops, arm yourself with several 
- hiyh powered weapons, find medicine , 

* and survive junyle fever just to find the 

lost city of Zinj. That is, when you're 
1 not splatteriny the mutated inhabitants 

that thrive in the Conyo. Giant spiders, 
vicious apes, huye wasps, carnivorous 
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there’s yenerous 


parallax in every 
Realizing fonyois not 

too?, tweaked, I did yet rather frustrated, well, very frus- 
trated, by the constant reversing of the controls intermittently 
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One of the great- 
est mysteries in 
recent arcade his- 
tory is why Night 
Warriors never 
came out here. I 
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:W popular, and Night Warriors was a more than wor- 

v T .. thy upgrade... Capcom even made up a new name, 

new logo, new cabinet... but it never even made it out of 
location test. Luckily, none of this has has stopped Capcom from 
releasing it for the U.S. Saturn, and we can all finally play one of Capcom's best fighters 


Night Warriors adds two new characters to the Darkstalkers world, allows you to 
play the two bosses, tosses in a bunch of new supers and play mechanics twists, and 
has new music and a few new backgrounds. All in all, it's a much more balanced and pol- 
ished game than the original. But if you haven't even played Darkstalkers (a game that 
didn't get nearly the distribution it deserved), you have no idea what you're missing... 

The Vampire/Darkstalkers/Uampire Himter/NIght Warriors series is a lot more than just 
a Street Fighter rehash. 

The animation is incredible, quite possibly the best animation on a home fighting game 
yet... Its only possible competition would be Neo*CD Samurai Shodonn III, but the Neo 
has 54 megs of RAM. Bearing that in mind, the quality that Capcom managed to squeeze 
into the Saturn's 32 is even more impressive. And the level of detail is sensational... This 
is the type of game you warn to be constantly pausing as you play, 'cause you never know 
what Capcom's hidden m each of the hundreds of animation frames that whiz by too fast 
to be distinguished. If you're paying attention, you can see all sort of cool things, like the 
way Lord Raptor fans in love with Hsien-ko when their match begins, or the hidden face 
in the slash marks of his sword-like arm. 

The play is vintage Capcom. Most of the concepts are ones we're all familiar with by 
now, but the supers are done particularly well, and there are a 
few new twists, like guard reversals and the ability to hit ene- 
mies while they're down. As always, the standard Saturn 
\ pad is a joy to use, and the game's control will quickly j 

become second nature. 

In the translation department, Night Warriors is amazing. 

As I said before, the animation is just stunning. While it's } *’2"' 
v~ not technically perfect (there are frames missing here and 


TAKUHI 

Ah excellent con 
version off an 
excellent game. 
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there), it's a lot better than I expected it to 
be, especially after the heavy cuts that were 
made in X-Men. You can’t imagine how 
relieved I was the first time I saw Pyron's 
standing animation... every little frame per- 
fect. 

But while Capcom managed to do an excel- 
lent job of squeezing the coin-op onto the CD 
(and with surprisingly little loading time), they 
certainly didn't aim to do too much more than 
that. Night Warriors has no arranged sound- 
track, something I'd expect in a CD conversion 
these days, and the many cool options found in 
Alpha are nowhere to be found (of course, the 
usual turbo speed select, difficulty modes, and 
vs. mode are present). This is the arcade, 
and not too much more. 

But hey, when you have a nearly perfect 
conversion of an excellent (and nearly impos- 
sible to find) Capcom coin-op on your Saturn, 
you're probably not going to quibble over the 
soundtrack. Night Warriors is 
an amazing translation, and a 
big improvement over X-Men. If 
you have even a slight interest in 
fighting games, this is a Saturn 
exclusive you must own. -Takuhi ffljlHPS 8 
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DEVELOPER - MICRDCA8IN 
PUBLISHER - PANASONIC 


# OF PLAYERS I 
DIFFICULTY - BEGINNER 


AVAILABLE - MARCH 


An RPG set in a splendid 
3-D polygon world, com- 
plete with a refreshingly 
“light" storyline, tons of 
areas to explore, and hav- 
ing some of the best RPG 
music ever, all on my 
3DO?? I know, it sounds 
crazy. Thanks to MicroCabin, my 
opinion of the 3DO just took a turn 
for the better. 

If you read Takuhi’s review of Sword 
and Sorcery (the Japanese version of 
Lucienne's Quesl) in the February issue of 
GF, you'll notice the game sounds like it 
has a simple, but fun quest. Taking the 
role of Lucienne (a young sorcerer’s 
apprentice), you're thrust into a light-hearted 
adventure when you decide to help a man 
who seeks your absent master's aid. The 
quest system here is set up like any other 


RPG (the only way 
to achieve the main 
goal is by complet- 
ing many smaller 

B missions along the 

way), hut the prob- 
lem is, Lucienne 
begins to accept each new 
quest without any personal 
reason (“There's a bad man 
m in that castle? SURE, we’ll 

kill him!"). While this in 
' itself isn’t a big deal, just add the 
often childish dialogue found 
throughout the game's translation 
into the mix, and the impression is 
given that Lucienne’s Quest was made tor 
people who’ve never played RPG’s before 
v and wouldn't mind the absence of a 
deep, involving story line. It's also 
worth mentioning that Lucienne is 


ORION 

POSSIBLY THE BEST 3DO 
GAME EVER. 




portrayed in this version as a very stupid little girl, unlike the 
import where she is more arrogant and mischievous, i mean, 
it's not very inspiring to have your main charac- 
ter torget why she's on a guest every time 
meone asks. 

Lucienne's Quest must he seen in motion 
to fully understand the unknown power 
he 3D0 apparently holds. What’s with all 
this polygon force? Sure, it's a tad 
framey and has a bit ot pop-up. but that 
won't even register when viewing every 
texture-mapped shape scale in and out 
as you move around. And actually, 


unlike the much touted Beyond the Beyond , polygons were used 

to make up nearly everything in the game. From the large and 

sometimes multi-leveled towns to even the 

smallest features, like pools ot water con- , 

stantly in motion, almost nothing was left Jk : ‘\ 

untouched. That fact, combined with lit- v 1 

tie details such as how it turns from day dr **,^9 

to night while you walk around the world 

map in “real time" (actually changing 

the gameplay as one of your characters ‘ y 

turns into a werewolf when darkness . , 

falls), makes Lucienne 's Quest one of v S s Vj|p 

the best looking RPG's I've ever seen. ' 
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1 Not only looking good. Lucienne's Quest is battlefields. Adding a strategic element to ’ 

also blessed with an amazing soundtrack. Let's pot it this way: the basic battles, these obstacles can be used to your advan- 

In bow many other RPG's have you ever felt bad leaving that tage by hiding behind them (you’re given a small space to 

town/cave/castle only because the tunes move your character around before giving a 
jflfc were so godly? The music here is some of command), or they can be destroyed to open 
the best around, as once again the way to the enemy. The magic used 

MicroCabin has created a soundtrack so here is the standard RPG fare (healing r SjS- < 

incredible, it s almost too good for the spells, fireballs, etc.), hut they’re dis- f 
f *; j ■ game it represents. played here in great graphic detail, some 't' : 

J&. *■ ij* «« Not satisfied with the current going to the point of actually altering the v W- 

menu-driven battle system found in texture-mapped battlefields with polygon 
most RPG's today. MicroCabin earthguakes and such. And the best part \ .. 

KM improved on the basic idea by is, even though the attacks on the world ^ 

scattering "obstacles" around the map are the standard random surprises. 





fights in caves (or buildings) are always in predetermined increase levels every other fight. Actually, it's very possible to 

spots, allowing you to explore without fear. beat the game without ever dying once, thanks to an option that 

With at least three huge maps to explore (including one in an restores all your life energy anywhere on the world map. Of 

alternate dimension), over twenty towns course, while this adds to the fun of never get- 

. — . i and other major locations to visit, and four ting stuck, the lack of any true challenge can't 

\ , ** "] other party members to find (or create), he ignored. p __ 

\ , ’ Lucienne's Quest should take you a good Well, I'm impressed. I’ve played a very * 

4 >/§*>* 15 hours to beat. Sound like a small com- enjoyable RPG on the last system I’d US*-'" 

y' s'\ pletion time for a game that seems to be so expect to see one on. And even though i&Z& j 
■ ( \ ''s' vast? The reason why is simple: This is Lucienne's Quest has many elements that 

1 the most balanced RPG I’ve ever played, make it sound like a beginner's RPG, there 

and that's not always a good thing. Gone are are more than enough features that could draw -lit 

the days of fighting random enemies to level up even the most seasoned player in, and shouldn’t )'/ 

so you can beat that impossible boss. In it? you be overlooked by anyone owning a 300. -Orion 

! r-r-A OWc - --- » 


mm 




H * 

mmm 



V'. 


I •. , 












’ 

1 



t. - 


■■ I 


1 


r 


' - '* -l 

mL 4 

"j* ‘7 6 i&% ?1 









b Search chests to find key elements. Suits of armor conceal hidden 
7 secrets. Use the ventilation system to move about the many rooms of 
[ Whitley. Use chairs foMvare than just sitting. Toggle switches to 
) open gated rooms and corridors. Find some helpful reading in the 
study. Visit the garden. Pick a rose for Kat. You still can't use 
the bucket! Bring the rose and finished portrait to Kat and the Doc. 
Sit back and watch the story unfold. 
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Ion tjgtc to riskf, 
oflf for they. Ticjtr 
POTfrioid? 


idler it is! fc's n 
Bjc sccrrf Mwrakrf! 


% appeal for younger gamers is of 

Js ^ /Sr^S^r \ course harnessed within the splendid 

Sfil ’WtEf - ft- X graphics which easily challenge any 

^ a 3DO game to date, while the adult 
1 player will find the puzzle-solving and 
interesting mixture of gameplay ele- 
uf _J ^ ^21^^ ments intriguing. 

ml (Sf/j V^cafl n 'YcST n jM As Casper, it is your job to suc- 

'5-^7 A V/i cessfully blend with the fleshy’s, 

^ y assemble the Lazarus machine, your 

late father’s magical re-animation 
^ device, and fend off your fellow (but 

very unfriendly) ghosts, Fatso, 

What you’re looking at is one of the Stretch, and Stinkie. I’m actually 

best things that’s happened to the only a couple of hours into Casper 

3DO this year. Casper is one of the and that’s what I’ve been able to do 
few games that I’ve played, especially so far. I believe this game’s got 
in the adventure/role playing genre, legs... long legs, 
that I can confidently say will appeal Being that this is Casper, the 
to both kids and adults alike. The friendly ghost, the friendliest ghost 


CASPERS ONE OF THE BEST 
CINEMA PORTS EVER. 
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you know, I was expecting a simple, and utterly adorable adventure that I'd race 
right through. Imagine my surprise as I became totally perplexed while negotiat- 
ing the huge mansion, in search of countless clues to perform each seemingly sim 
pie task. All the while quality sounds and effects abound, along with zero bore- 
dom. I’m definitely 
intrigued and will return 
next month with a full- 
blown review along with 
some more helpful hints. 
See you then... Fleshy! 
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Rid Casper of Stinkie’s company by taking his picture. 
Try a hamburger on Fatso. 






MriMUri HrfMS Ltt'fcL 


m 


Doom, ID Software’s first person masterpiece, has finally 
migrated over to the 3D0. Unfortunately, this game was proba- 
bly better off staying at home, or on the PC, the PlayStation, the 
SNES; anywhere else but the 3D0. Can the 3D0 version of this 
game really be all that bad? It can, and is. Let me explain... 
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annoying aspecr or mis game 
is the horrendously slow frame rate. The size of 
the play screen is configurable to your liking 
(the smaller the screen, the faster the frame 
rate). But even the smallest, fastest screen is 
still unacceptable from a pure gameplay stand- 
point. It three or more enemies simultaneously 
populate the screen (which, in Doom, is often 
the case), the game doesn’t just slow down, it 
screeches to a near halt. 

Adding insult to injury is the fact that the 
frame rate is so jerky at times, it becomes diffi- 



Hrmo HEALTH ASMOR ABUS LEVEL 


cult to aim your weapon (remember, this is the 
“smoothest" screen mode we re talking about 
here), hindering the playability of the game 
severely. If you're crazy enough to play Doom 
in the full-screen mode (via a code), then you 
can enjoy a screen update rate of 7 frames per 
second... Yes. you heard me correctly, ONLY 
SEVEN FRAMES PER SECOND (What is this, 
MYSTor DOOM?). 

So. are the glitches and gameplay problems 
in this game just a by-product ot the 3D0's 
graphic inabilities? I don't think so. Killing 
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Time and PO’ed bath had full-screen graphics, 
acceptable frame rates, and, arguably, even more 
complex graphics than this version of Doom. 

Plus, keep in mind, Killing Time and PO’ed were 
created from scratch, whereas Doom has 
been done many times before. It's not as 
if porting Doom over to a different system 
is some monumental task... Ob well. 

Plain and simple, this version of Doom 
is one you should stay far, far away from. If, on 
one hand, you're looking for an enjoyable and 
playable version of Doom, get a PlayStation 
version, a PC version, a SNES version, get 
anything else, but please, spare yourself the 
hemorrhaging pain of this 3D0 version. If, on 
the other hand, you just want to play a decent 
first-person shooter on your 3D0, Killing Time 
and/or PO’ed make much better 
choices. I just can't recom- 
mend this game in any way. 

It doesn't really do the Doom 
name any justice. -K. Lee 
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available upon starting 
or by “winning” new 
weapons from fallen 
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t] The whole black/white buddy thing is in full force in Policenauls, in which 
i! with your old partner Ed Brown. Jonathan even looks like Mel Gibson with 
* like Gillian was Harrison Ford. Luckily, the theme and story is about as fa 
Weapon as you can get. The story unfolds in an uttra-suspensefu! manner 
seven acts, and an epilogue... The shocking truths keep on coming, and j 
you've reached the final, ultimate conclusion... you realize that things wet 
worse than you ever imagined. 

The graphics are mostly still pictures with slight animation. Some nice 
sunlight effects have been added to this version (the previous two were on 
9821 and 3D0), and the great amount of lovin' CG and anime cinemas (by 
rihe Bubblegum Crisis series) are way cooler than the original version’s sti 
seal Konami god. Has Konami EVER done a bad soundtrack? You’ve got et 
here from sitar-heavy mood pieces to classical and rock. 

Everyone needs to experience Policenauts. If sports kings Konami don’t 
out here they must be shot, drawn, and quartered... as well as being force 
overdose on NARC. They were brave enough to bring Snatcher out here, a 
| currently the most sought-atter Sega CD game on the Internet. Speaking c 
| game, there are various references to Snatcher that tie the games toggthe 


theme park LucasWorld makes 


in appearance (LucasLand. in 
ion has a cameo, 


B in play the Snalcher theme song if you 
ne Kenzo’s CD collection in Karen’s 
5 , and the character Meryl was a mem- 
if Fox Hound, the elite police team 
was part of Snatcher's back 

e to be the best storyline in^^^A 
me, ever. A CD called 
auts Private Collection is also^^H 
e, which has interviews, the l^B 
of, looks at the PC and 3D0 
versions, the entire game , J 
; script and storyboard, ** > 

jfvc f \ a music test, charac- 
,,, v , ter design sheets, 
EifiOVyjM and other goodies. urn 
kjfC -Nick Rox /I 
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Two 

months ago ! pre- 
viewed Genso 

"T1 f~ m. ... Suikoden, Konami’s 1st 
RPG for the Japanese 
PlayStation. I’d like to be 
able to say that our doing it 
again is in honor of its impending 
American release, but unfortunate- 
ly, I’ve heard no such news. But as 
I’ve continued to play it. I’ve come to 
appreciate Genso' s incredible story, 
astounding music, cool battles, and 
innovative systems so much that I had 
to put it into the magazine again. This is 
the best RPG I've played in years. 

In the 32-bit RPG market, we’ve had 
lots of games with stunning visuals, awe- 
some special effects, and great music. 

But think about it... RayEarth and Arc the 
Lad are masterpieces, but if you took 
away all the shiny 32-bittedness, what 
would you be left with? Their graphics 
and sound are well worth the price of 
admission, but the 32-bit platforms have 
yet to enjoy a game that has a quest as 
engrossing as such 16-bit classics as 
Final Fantasy III. Phantasy Star //, or 
Lunar II. But now, there’s Genso. 
and that small group of true RPG 
epics is about to get a little bit big- 
ger. 

In the storyline department, 
Genso is unmatched. We 
covered the basics in our 
February issue, but the 
storyline goes a lot 
deeper than 
' ~ that. In 


addi- 
tion to the 
responsibility of 
recruiting a rebel 
army capable of over- 
throwing the Red Moon 
Empire, you must cope with 
the trauma of having to fight 
your own beloved father, dissen- 
sion and disobedience in your own 
army, and the death of many a 
beloved comrade. The storyline 
never slows down, and never gets 
cheesy, keeping you glued to your 
PlayStation for the entire 20-30 hours 
Genso lasts. 

Despite a ridiculous number of charac- 
ters (108, and that’s only counting the 
ones in your army), Genso manages to 
have a lot of incredibly deep characters, 
the likes of which I haven't seen since 
Lunar II. Of course, I’m not exactly losing 
sleep over Sarah, the laundry woman, 

Sergei, the elevator installer, or Antonio, 

the cook, but Genso has literally dozens 'tH k 

of constantly developing characters that 

are actually worth caring about. This 

paves the way for a lot of truly tear- Z 

jerking scenes, and Genso doesn't 

pollute its well-developed drama by ' || 

pulling any punches... This is a • ^ - 

civil war. and there will be k , 

inevitable deaths on both sides 

of the battlefield. 

Konami clearly spent 
years working on this 
game, as it's both neat- 
ly polished (not a 


single glitch!), 
and full 
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—t to gel to a huge bridge that 

(judging by the sire) could- 
n’t have been more than a few miles 
away. Actually, it's kinda sad. 

Sidewinder, even with it’s “realistic” 
cockpit look and tight control, lacks that 
one important factor preventing it from 
being an actual aircraft simulator. 

Perhaps that's why I’m being so harsh on 
the game. Early pictures gave me grand 
thoughts of playing something advanced, 
not just another version of Air Combat. 

But then again, if you can overlook the 
lack of speed, you’re in for one heck of a 
treat. 

Graphically, Sidewinder is stunning. 
With texture-mapped enemies and build- 
ings, tons of diverse backgrounds, and 
almost no pop-up, this is one of the better 
looking PlayStation games I’ve seen so 


Despite the attractive tex- 
ture-mapped graphics, an 
excellent soundtrack, and an always fun 
two player link option, Sidewinder is 
nothing more than just a small step up 
from Air Combat. Actually, there’s only 
one reason it doesn’t just totally smash 
the popular Namco shooter: a definite 
lack of speed. Is it just me, or are jet 
fighters supposed to move. ..well. ..fast? 

it's not that Sidewinder moves slow in 
battle, ft anything, the dog-fighting is the 
best part, with a much more realistic feel- 
ing than Air Combat. Where the speed 
problems set in is when you approach 
ground objects. At the rate your craft 
should be moving, why does it seem like 
getting out of the plane and walking 
would be faster? Even with my afterburn- 


PlayStation 


ers on, it literally took me over a minute 
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[Tar. Missions take place over nearly every landscape you can 


imagine, ranging from the standard mountain ranges to foggy 
ocean coastlines. You'll find yourself destroying huge aircraft 
carriers, leveling oil fields, and even protecting a passenger jet 
from harm. 

Aside from the annoying ‘ warning" voice, the sound effects and 
music in Sidewinder ate outstanding. The guitar background suits 
the gameplay, and every jet and helicopter emit the pertect sound 
as they close in for the kill. The voice, though, needs to go. It's 


hearing “There's a missile right on our tail, shake it off!” every 
few seconds. 

Sidewinder was a good attempt at making a true flight simula- 
tor. but sadly enough the low speed killed it. Not that it’s a bad 
game; it viewed in the same light as Air Combat, it can only be 
considered a definite upgrade. But, of course, that’s not saying 
much. Thanks, but for my flight needs, I'll just stick with 
Warhawk for now. . . -Orion 
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WANTED: THIRD PARTY 
COMPANY WITH A LITTLE 
FORESIGHT... 


Why am I reviewing Hermie... again? Well, for two reasons. When we 
first reviewed HH, lh ad only hours to play a game that I would later- 
find out is extremely long and incredibly challenging. Also, I must dispel 
the false notion that Hermie is a chicken-herder, as reported elsewhere. 
He’s so not a chicken-herder. Add to that the fact that HH may (for 
some insane reason) never come out here, due to the overwhelming 


big act/plat drought. This saddens 
me to no end. Here's a brilliant 
platformer that, if not 
for the ear- 


drillin 

soundtrack r - 
(which would have , 
to be changed), has no 
faults, and it’s still not available in the 
U.S. Hermie and Motor Toon Grand Prix, 
both of which are already sequel-bound in 
Japan, must make their way stateside. 3-D's 
cool and all, but isn’t variety the spice of life? 
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Shield 1 1 1 1 0 Weapon II ■ II SpeetfllOOD 
Name: Gras-mucke Age: 40 Sex: Male 


\ Name: Kranichi 


TAKUHI 

IF YOU ABSpLUTELY 
MUST HAVE A SHOOTER, 

DON'T BUY STAHLFEDER! 
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Shield ■■■□□ Weapon ■liOO'Speeif III 
Name: Krahe Age: 24 Sex: Male 


ihiewntniTWeapon linefeed ■■■ 

Name.) Schwalbe Age: 23 Sex: Male 


I I 


I’ll keep this short. Stahlfeder is thoroughly awfu... er... 
bad... er... well, it’s okay, I guess. A little bit worse than 
that, maybe. Or... well... Gah! I want to just cut into 
Stahlfeder, but something keeps stopping me. That some- 
thing is Two-Ten Kaku. Yes, you probably missed Two-Ten 
Kaku. We did it last issue, but had to cut it to make room for 
some other game that didn’t suck as much. Yes, we didn't 
cut Homed Owl, we didn't cut Dead Heat, we cut Two-Ten 
Kaku. That’s just how bad it was. 

So, compared to a real shooter (say, Galactic Attack for the 
Saturn), Stahlfeder is a festering, painful boil. But compared 
to Two-Ten Kaku, well, it’s a masterpiece. Well, that might 
be going a bit far. Even keeping Two-Ten Kaku in mind, it’s 
still pretty bad. But not quite as bad. Nothing’s as bad as 
Two-Ten Kaku. 

But anyway, Stahlfeder. Six levels. Really, really, slow- 
moving. The only thing that keeps you awake is the sound- 
track, each song of which starts out kind of good for about 10 
seconds, but then loops the same grungy techno-ish riff about 
6 trillion times in each unbearably long level. Each level has 
a couple of polygon enemies, and a polygon boss, but they’re 
such a snooze to fight, and look so out of place, that it's hard 


to be impressed. 

The only cool thing about Stahlfeder is the variety of ships, 
each of which has two different weapons you can switch 
between at any time. So if you want to play it again, you can 
have a somewhat different (but equally painful) experience 
with a different ship. Except of course you won’t want to play 
it again, ’cause you'll probably beat it the first time. That is, 
if you can handle the stupidest last boss in the history of 
video gaming. 

It has some choppy parallax and okay effects, which is a 
heck of a lot more than Two-Ten Kaku ever had. So, if for 
some reason you had to buy an overhead shooter for your 
PlayStation, and already had Gunbird and Twin Bee 
Yahoo and Philosoma, buying Stahlfeder would 
be slightly preferable to buying Two-Ten 
Kaku. Of course, let’s face reality here. When 
would anyone ever really be in that situation? 

This whole paragraph is just a horri- 
bly failed attempt to say something 
nice about Stahlfeder. I probably 
shouldn’t have even bothered. It’s 
just a complete and utter pile. -Takuhi 


Playstation 


maun ultras 


i. t ifl r , 

zm 

^-1. ... L _ 

“ ‘ = ■ 







Jumping Flash! S 


Here’s a few more shots of Jumping Flash! 2. Although it 
looks very similar to the original, JF!2 offers many more 
levels than its predecessor, which is all the original needed 
to be a transcendental experience. Jumping Flash! 2 will 
be available sometime in spring; we’ll have a review soon. 
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Hello, and welcome to the new multime- 
dia Postmeister! Yes, as you can see. 
I've exploited the advanced computer 
technology of today to bring you a pie 
chart, and a cartoon! So, anyway, I 
thought you might like to see a scientilic 
breakdown of the kind of mail I receive 
here, so I've painstakingly compiled the 
into... for you. Because I love you. Each 
and every one of you. Well, not all the 
anti-violence wackos and Atari Jaguar- 
related conspiracy theorists, but all the 
rest of you. So, if you'll turn your atten- 
tion to figure la, you'll note my lovely 
pie chart, showing the most common 
reader concerns. And in figure 1b, the 
games I 'm most often asked about. 

Pie chart: 

Most frequently broached issues: 



We get many impassioned pleas from 
readers wanting to start pro-RPG letter 
writing campaigns, political parties, tire- 
bombings, whatever. You have the 
Postmeister’s full support... 

5fl4% Square and Enix 
Are Square and Enix really not releasing 
any more games here? For the time 
being, yes... 

112% Saturn Inferiority Complexes 

tit 's funny, ’cause we get more letters 
from Saturn owners than from owners ot 
any other system, by far. And they all 
start with "/ know I’m the only one in the 
entire universe who prefers the 
Saturn...” Pretty pathetic, really. Sega 
should start some group therapy system 
or something... Let's just all have a hug. 

j12% Cover Art Butchery 
Next to RPG's not coming out, our read- 
ers ' most impassioned concern. We get 
hundreds of letters about this every 
month, and I assume game companies 
must, too... Too bad none ot them seem 
to care. 

11% Atari Lovers 

People who Just can 't accept that the 
Jaguar is dead, and people who blame 



us for killing it. Sorry folks, it's over. 
Accept it. 

tuy^/irtu^ighteijnjilpwking^^^^^ 

People pointing out that changes were 
made in VFII and Rally after we reviewed 
it. My favorite quote: “I hope you jerks 
at GameFan get beat down by the locals 
the next time you go to Nippon. ” We 
love you, too. 

8% General Wackos 
About 3/4 of the letters that fit this col- 
umn are damning us to hell for interview- 
ing Glenn Danzig (or as one reader lov- 
ingly referred to him, "Luciter. 'j, and to 
a lesser extent, Clive Barker. The other 
quarter is made up of people accusing us 
of glorifying violence by covering Mortal 
Kombat and Legacy of Kain. 

3% Want PCFX info 

We 'll have an PCFX update next issue, 

probably. 

3% Atari Conspiracy Theories 

This one probably shouldn ’t count, 

’cause it’s only like two people who write 
about BOO letters a month each. One 
constantly tries to prove that Sony and 
Sega and Nintendo (all guided by the 
Japanese government) brutally crushed 
Atari because they're American. He 
sends them to us because we're “the 
only ones [he] can trust. ” The other 
guy’s theory is too convoluted to fully 
comprehend, but somehow, we're to 
blame. Sad, really. 

Most often asked about games: 

1. Samurai Shodown III 

This one 's been gaining steadily, and 
now everyone wants to know what it’s 
coming for. Just the PlayStation and (ot 
course) Neo*CD as of yet. 

2. Secret of Mana 2 

This one's been #J for the last couple of 
months, but people are finally starting to 
lose interest. . . Or, rather, hope. 

3. Marvel Super Heroes 

No word from Capcom yet. I doubt a CD 
system could handle it without some sort 
of memory cartridge... 

4. Genso Suikoden 

Now that Arc the Lad and Beyond the 
Beyond are confirmed, PlayStation own- 


ers are getting behind this one in a big 
way. 

5. Resident Evil (tor Saturn) 

The #7 concern of Saturn owners, now 
that RayEarth and Shining Wisdom are 
confirmed. Sorry folks, no word yet. . . 

B. Ultimate Mortal Kombat III 
It’s coming for just about everything 
except the NB4. 

7. Castlevania 

This year for the PS-X, Saturn version 
still in doubt. 

8. Tenchi Sozo (Creation of Heaven and 
Earth) 

We've heard Nintendo's licensing it, hut 
still no confirmation... 

9. Romancing Saga III 
Not a chance. I'm afraid. 

10. Dragon Duest VI 

A possibility for a Nintendo license, but 
don’t bet on it. 

Dear Postmeister, 

I have some questions that I'm sure a lot 
of people want answered. Please 
answer at least a couple of the more 
important ones. 

1) Is Akira Toriyama alive? A Korean 
friend of mine recently returned from his 
native land with 38 tapes of Dragon Ball 
and the news that their creator had died 
in a tragic car accident. If, heaven tor- 
bid, my slightly unreliable pal is telling 
the truth, does this mark the end of 
Dragon Quest and Chrono Trigger ? 

2) Why did Capcom change the name of 
Street Fighter Zero to Street Fighter 
Alpha ? 

3) What happened to that new four-button 
fighter involving robots that Capcom was 
developing? 

4) Will that cool looking Robotech game 
for U-64 still be coming out upon system 
release? I didn’t see it in your review of 
the Shoshinkai show. 

5) I've looked high and low for Dark- 
stalkers 2 in the arcades, to no avail. Is 
it planned for the home systems? 

6) Is Resident Evil going to be exclusive 
for the PS? 

7) What does Konami have in store for 
the new systems? Anything new? 



the same name), this game relies on humorous 
gameplay rather than strong mechanics or visual 
splendor for its appeal. 

First of all, Ninku has some of the strangest 
characters, with the weirdest moves, I've ever 
seen in a lighting game. One of the more 
demented of the 8 selectable fighters is Touji, 
who does things like taking off his loincloth (the 
only fabric on his body) and using it as a weapon 
(we won’t even go into his super). Then there’s 
Fusuke, who's got to be the coolest fighting game 
character of all time. This little dude uses his 
small size to run under fireballs, and licks his 
enemies to humiliate them. 

The moves are easy to perform (nothing really 
more complex than the standard fireball motion), 
and the more you use them, the 


_ Home fighters today seem to he getting more 

and more advanced, from the smooth animation 
SEGA SATURN °* Ni S l,t Warriors to the massive amounts of tex- 
tured polygons in Tekken 2. Then Ninku came 
DEVELOPER - SOJ along. Having a more “cartoony” look than most 

fighters (actually based on the popular anime of 
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faster your special move bar fills. 
The special moves are also simple 
to pull off. adding to one of the 
major faults of this game: Ninku is 
way too easy. I was able to beat 
the game, using two moves over 
and over, without even losing a 
round. 

Unlike most fighting games, 
Ninku ' s characters are all anima- 
tion based (they all look exactly 
like their TV counterparts). 
Actually, this would have been a 
great idea, if the fighters weren’t 
missing so many frames. The 
backgrounds, on the other hand, 


are gorgeous. Before each match 
the camera pans around the cur- 
rent stage, giving you a perfect 3-D 
view of each texture mapped level. 
The music is also very good, with 
tunes ranging from classical to 
techno, each of which perfectly fits 
the background it represents. 

Ninku is a hard game to hale. 
Even with its choppy character ani- 
mation and lack of difficulty, I still 
found myself having a good time. 

If you’re a fan of the anlme, or are 
just looking for a laugh, you cer- 
tainly wouldn’t be wasting your 
time giving it a try. -Orion 
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Working Designs has picked up yet another burning hot lapanese-bred RPC. 


review* 


Dragon Force features a complex story, many, many characters^ 

W: - and as you can see,^| 

j* the most spectacu^JP-j 

^ larfi^ht scenes 
ever in an 

RPC/strat setting. DF f 
releases this May in 
lapan. Look for the US 
version after you come down 
from RayEartn and Shining 
Wisdom. 


STARRING lara 

1 CRUZ 

Tomb Raiders \% starting to look as good as the story sounds. Check 
out the added textures since we showed it last (Nov. ’95). TR may hit 
first in lapan. That means actual ?ood box art to you and me and a 


Masaya's Lanyissa }. with character design by 
Plastic little's Satoshoi Urushiba, is due in lune. 


case yo u don’t need a ?ara?e for! 


Unlike its Super Famicom predecessor, Albert 

Odyssey Gaiden is traditional 

role playinv... no strate- / 

?y included! No news ' ^ 

yet on a US release but . ... 

is set for a March 
release in lapan. 


Word is that Fiyhtiny Sonic, alon? with two other Sonic ?ames, are headed 
our way. Here’s the skinny ri?ht from the AOU show floor. Eifht 
x characters so far with ei?ht special moves each, so far. Get hit, 

' lose rin?s. Pick 'em up during a fi?ht for bonus points. Sound 
Sonic-ish, sound awesome ? Well, it is! Sonic and the rest have 
f all their trademark moves like 

mm Sonic’s spin dash and Knuckles 
flying and, the same moves 
/ , ^ like a dream. I’ll be brin^in^ 

you MUCH more on FS next and 
^ | every month alon? with more 

. ^ ^ - info on the Saturn version if it 

is indeed confirmed. Seems 
* like a no-brainer, really. 


y Here’s my prediction for Saturn action/platform sleeper hit of the year. Keio and 
Pochi (her flying dragon) are back in action. This non-rendered (yes!) platformer 
features brilliantly animated and detailed hand drawn art, 30 fps animation sequences, 

and is loaded with ?reat ?ameplay. Keio can dash, find and use — 

lots of weapons, and after savin? Pochi, use him in battle. Since 
Keio’s Flyiny Squadron for the Se?a CD bombed here (it had no user ^. 0 ^ 

| base left to buy it), I doubt IVC will risk releasing this one over 1 ^ 

here, so fans may have to track down an import when it’s :» * • Tjr 

released in lapan this April. 





How long can you go with- 
J-, '' out sleep? Because if you even 
blink, Baron Dark's 
diabolical dream will 
annihilate your world. And the 
human race is looking to yon to reclaim 
the powerful Lightstar Crystal, Not to mention his death 

squad of Skeleton Warriors!" 

These guys don't have a foigiv- 
, ~ " ing bone in their bodies, so 

■ with over 20 levels of gruesome 

)-D gamage, you may lose your 

mind in a sleepless hell. But 

if you're defeated, it's a sure bet you'll be sleeping with 
the enemy. For eternity. 




SEGA SATURN 


Skeleton Warriors'” and associated trademarks and copyrights are owned by Landmark Entertainment Group and used under license. ©1996 
Landmark Entertainment Group.' All Rights Reserved. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. All Rights Reserved. 
Developed for Playmates Interactive Entertainment by Neversoft Entertainment!” Neversoft Entertainment is a trademark of JCM Productions, 
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SWEET ENOUGH FOR THE 
YOUNGEST FAN. COOL 
ENOUGH FOR THE MOST DIE 
HARD ENTHUSIAST. 32 
MEG+C1 FOR FIFTY 
RUCKS... SIGN ME UP! 
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Fantasy, but hey, this is Mario. He is after alt, 
well... a plumber who never fixes anythin?. In 
fact, he has only one ?oal in life, savin? 

Princess Toadstool, lust how intri?uin? and 
drama-filled can the story be? Square does 
love you thou?h, and has provided a formidable 
dose of joy in each and every aspect of the 
?ameplay. 


During Nintendo s stay at GameFan, we were 
lowed only a few hours with Mario RPC and 


allowed only a few hours with Mario RPC and 
experienced many aspects of ?ameplay. 


Basically, you maneuver Mario throughout each 
land, avoidin? enemies and overcomin? obsta- 


and you are transformed into an isometric, 
menu-driven battle where Mario can use an 
assortment of classic attacks, as well as a 
broad ran?e of ma?ic spells. The f i?ht menu is 
in the vein of Secret of Mana, and works very 
well. The special effects within the fight 
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scenes are some of the best we’ve ever encountered on the SNES, and both Mario 
and his attackers animate. Probably the coolest thin? about Mario SPCthouyh, 
is the humor. Vou see, Mario never speaks. Ask him a question and he’ll 
just nod. And when he tells a story, He does it by mimicking the char- 
I acters he’s describing, imitating an angry Bowzer for instance. A 

When asked to prove if he’s indeed the real Mario, you’ll find that j 
only one button works... the jump button of course. As soon as he m 
leaps the villagers believe, "Von are Mario!" All ■ 

iL:, -I... /. u.;; u..J. J ■»« “ 


this, plus music from Koji Kondo, and at least 30 
hrs. of qameplay, all in a 32-meq Ci burstin’ 
cart for just $^9.99 suggests that this indeed 
will be yet another reason to hold on to your 
SNES q-ever! We’ll have a detailed review of 
Mario RPC next month. -E. Storm 
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cerned, Square’s made nine great games: Final Fantasy l-VI, Front ' 

f Mission, and Romancing Sa»Ga 2&3. Yet, in the past year or so, Square’s released a number of great-looking yet 

deeply painful titles with little gameplay: Chrono Trigger, Secret ofMana 2, the upcoming Treasure Hunter G , and the f 


re... Bahamut Lagoon. As expected, Bahamut is chock full of blazing effects, decent music by Noriko 
Mission tame, and sefrily simple, utterly inane, boring gameplay. 

e world of Aurelius, ffast expanse of sky in which seven floating continents coexist: Granveroth, 
npbell, Daphka, Godiahd, and Maharl. One day the peaceful continent of Carna is invaded by the ruth- 
■ of Granvero® ft is soon revealed that he has come for Princess Yoyo, a legendary Dragoner, a human 
1 in times of peat peril who can speak with dragons. Souther means to use Yoyo to awaken the six 
]od-dragons of Aurelius: Valitra, Hyuverion, Garuda, Leviathan, Jurmengard, and Bahamut, King of 
Dragons, to conquer the world. You play as Bieu, captain of the Carna Dragoons, and at first your 
quest is to save Princess Yoyo along with Yoyo's loyal servant (and 


super pamicom 


have only hundreds, or thousands. You can win many maps by standing there and letting the drag- 
ons (to which you can only issue commands of "Come," “Go," and "Wait,") decimate the enemy. 
WAY too easy. Even if you had no dragons, the game would still be too simple - almost every char- 
acter has "field" attacks (that you don’t have to enter battle to use) that utterly smash the enemy. 
What's the point of going into hand-to-hand if you can hit the enemy much harder from the main 
map? There are a few innovative strategy elements here, like breaking bridges so as to trap the 
enemy, freezing rivers to create paths over the water, and setting forests ablaze to deter enemies 
from passing through them, but these insubstantial improvements cannot help a flawed engine. 

The graphics are excellent, but certainly not Chrono Trigger or Secret of Mana 2 caliber. Oddly, 
every scene is framed in a transparent, rainbow-y haze that rather conspicuously disappears when- 
ever a transparent spell effect is on the screen. The usual range of Square effects is here, but the 
biggest graphics innovation in Bahamut is the multi-jointed characters and enemies that move 
ultra-smoothly, far beyond what standard animation could provide on a cartridge. The 
music is pretty good, with some excellent tracks, but mostly it’s Nobuo-wannabe filler. S 
Bahamut isn't bad, and if it was a bit harder it would have been quite good, 
/— bu t i,s ,ar from wtiat mosl 9 amers associate with the recently-nonexistent con- 
-O ’ "] cept of “Square quality.” If you need Square strategic power, buy Front 

>\ * i Mission, my personal beloved tactical tour de force, and • 

jj avoid BL altogether. You’ll be happy you did. 
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CAL'S CORNER 


Five years out of the sports 
market, and it’s starting to 
show. Konami’s just a bit rusty 
with Bottom of the 9th. It’s def- 
initely a solid, playable base- 
ball game, but bits of break-up 
in the polygons and a quirky 
batter’s box interface trans- 
lates into the best (by default) 
PS baseball, but a minor-lea- 
guer compared to World Series 
on Saturn. 


Basketball season is upon us. The NBA is in bohmi* 
full swing, March Madness is right around the monti 
corner, and at least EIGHT new home and 
arcade hoops games are on the way. (Including 
those previewed this issue, look for new coin- 
ops from Midway, Konami, Sega, and Data 
East.) To separate itself from the pack, Acclaim 
recently held a press event as part of NBA All- 
Star Weekend to launch its new coin-op, NBA 
Jam Extreme. The event was spectacular. We 
all got to see the dunk contest, the three-point 
contest, the rookie game, and of course, the 
All-Star Game. (Shag dunking over Mr. 
Robinson in his house, dominating the second 
half, and he doesn’t get MVP? C’mon!) 

I guess the topic I want to discuss this month 
is what I consider to be a slightly questionable 
deal cut between Acclaim and the NBA. 
According to reliable sources, the NBA was 
very pleased with their take from Acclaim's 
home versions of NBA Jam (which of course 
grossed way more than the original arcade 
game). So the NBA oh-so-intelligently award- 
ed the use of the name NBA Jam EXCLUSIVELY 
to Acclaim for the sequel, dissing Midway com- 
pletely. Midway’s Mark Turmell, creator of NBA 
Jam, is currently working on the ACTUAL fol- 
low-up to Jam, entitled NBA Hangtime. 
However, with license in hand, Acclaim has 
created their own rendition of a Jam sequel, 
called NBA Jam Extreme. As mentioned in the 
preview it's a great game, but my question is: 

Is there an executive, somewhere inside 
Acclaim, who has a hard time looking at him- 
self in the morning? Hoarding a basic game- 
play engine, even if you've published the home 
versions, just doesn't seem right to me. I het 
Turmell’s not a happy camper right now. 

There's been some pretty bad fighting game 
ripoffs recently, but nothing comes close to 
this... in my personal opinion, of course. 


GameFan Sports Previews 


The most successful sports game of all time, NBA Jam, 
Is back, but that’s no surprise. The big surprise is that 
Midway had nothing to do with it, Acclaim went off on their 
own this time... and the game is actually quite good. 

I have been skeptical about Acclaim’s alleged turn- 
around, but with the power of QB Club and this game, it's 
starting to look real. Sculptured Software has done a great 
job of bringing Jam into the 32-bit world. The game fea- 
tures textured polys and still plays in the traditional 2-D 
perspective, but there’s tons of exciting 3-D on the fly cam- 
era shiftiness to make the game feel more realistic and like 
a TV broadcast. The game’s sprites are HUGE (I’d estimate 
30% bigger than the old sprites), and you still get real 
players with digitized faces mapped onto the polys. 

Gameplay is 100% of the old NBA Jam engine, but with 
many upgrades. First is the addition of a fourth button, the 
Extreme button. Basically a Super Turbo (think of Turbo as 
a run button and Extreme as a dash button), Extreme 
enables new gameplay techniques and of course lets you 
run really fast, but at the cost of twice the normal Turbo 
meter expenditure. The Turbo meter, by the way, will now 
dissipate more quickly in general and won’t regenerate as 
fast, making for more strategic use of the meter (it rarely 
ran out in old Jam). Other new gameplay includes diving 
for loose balls, many more dunks (of course), and a whole 
slew of new hidden characters (including editors from 
game magazines, whooee). 

Jam Extreme is tons of fun, features enough new game- 
play to justify its existence, and might well keep pace with 
or even exceed Turmell’s Hangtime (I haven’t seen it yet; 
I'm praying for all-new hardware, but I've heard that it’s 
the same engine with just new sprite graphics and 
effects... ouch. In any case, we’ll know for sure at the 
coin-op show in March.). 


Acclaim’s getting good mileage 
out of the tried and true Jam 
license. College Slam is synony- , c 

mous with the 16-bit NBA Jam v.*' 

T.E. game engine with new Myo- 

graphies and college teams. My 

burning question for Acclaim i ' v| 

not being able to replicate col- 
lege players faces, a trademark feature which helped bring 


the Jam to fame, what’s the hook for College Slam ? In any — *■ 

case, a vast majority of the top NCAA teams (no actual NCAA license, though) 
are featured, including my namesakes, the CAL Golden Bears and the Virginia 
CAVALIERS. There are head-to-head, full tournament, and final four options 


every aspect, NBA Jam. So, if you are one of the two people who’ve never 
played NBA Jam, you must, must, must purchase this game. Otherwise, uh, 
well, hmmm, I’ll try to think of something else to say... 


which accommodate for up to four players . But still, the gameplay is, in almost 
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___ — It’s just SO over 

— " for everyone. Sony, the clear- 

cut champ of football and hockey, has created 
a game so heart-stoppingly spectacular that even 
anti-sports gamers can’t stop talking about It. NBA 
Shoot Out does what the PlayStation was meant to 
do: 3-D polygon, shift-on-the-fly, fluid, realistic 
environments. 

This baby’s generating 225,000 polygons per sec- 
ond, resulting In the best polygon movement I’ve 
ever witnessed in a sports title (and possibly any 
game ever). There are seven unbelievable camera 
angles, including a “manual” where you can adjust 
the camera! From the too-powerful-for-words 
instant replays, to the reflections in the floor, to the 
mega-smooth, motion-captured animation, NBA 


Shoot Out is so close to perfection that I almost 
want to call it the first “Second Generation” 
PlayStation game. 

The game of course features real NBA teams and 
players, and a smorgasbord of season/mode 
options. The gameplay keeps stride with the superi- 
or graphics, and feature a vast selection of show 
stopping (some totally unique) moves: alley oops, 
360° jams, tomahawk slams, jump shots, speed 
bursts, steals, blocks, windmill dunks, reverse 
dunks, mid-air dishes, and dunking over defenders! 
Okay, it sounds like I copied a Sony feature list (I 
did), but our version was incomplete... I have the 
utmost faith in these guys; it'll all be there, trust 
me. 

Shoot Out breaks new ground in, well, almost 
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MOTION CAPTURE 

Sony cares so much about all the fans, they just had to 
take the time and money to motion capture Latrell 
Spreweff of the Golden Slate Warriors! Aft right! 


every area. This is the first multitap 
game to support 8 players (two taps 
plugged in, awesome)! The 
com-mentator has 
possibly the 
smoothest, clearest 
voice ever (No. CA 
fans will recognize 
the voice; it’s NBA 
PA announcer Dick 
Calahan from the 
Golden State 
Warriors). There 
are lots of gameptay 
options, including the 
ability to trade players along with 
arcade and simulation modes. 


And of course, you can save your sea- 
son to memory card! 

In the preview ver- 
sion we played, there 
were some unfinished 
aspects, and it still 
had the tightest At 
I've ever experi- 
enced. After the 
obvious tweaking 
takes place, we’ll 
give you the final 
word on NBA Shoot 
Out, but... with 
Sony's track ! 
record... things look just a bit grim 
for everyone else. -Cal Cavalier 




Crystal's highly acclaimed Slam 'N Jam is 
back on Saturn. Dubbed (by myself, at 
least) the greatest basketball game of all 
time in its original incarnation, Slam 'N Jam 
has been surpassed by other polygon heavy- 
weights, most recently NBA ShootOut. Will 
’96 be improved enough to recapture the 
title? 

In its early preview form, Slam 'NJam 96 
appears very, very similar to the previous 
version, but with much smoother animation. 
So far. the gameplay seems to be going in 
the right direction with all the alley-oops, 
dunks, rejections, etc. found in the original. 
The 3-D, over-tbe-shoulder perspective is 
one of the most effective, playable view- 
points in any basketball game (If you’ve 
never played the original Slam W Jam, 
think of a 32-bit NCAA Basketball). And 
Crystal does a fantastic job of exploiting it, 
with solid, glitch-free sprites. 

What new features will be in Slam , if any 
(such as multiple camera angles, new play 
mechanics, etc.), remains to be seen, but 
the addition of real NBA teams and players 
is a big plus. How the game’s new name- 
sakes, Magic Johnson and Kareem Abdul- 
Jabbar, will participate is unclear, but you 
can't help but pull for Magic in anything be 
does. Maybe this will be the beginning of a 
new video game era for the Magic man, 
whose Virgin outing was, well, a big air 
ball. -Cal Cavalier 
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The long awaited coin-op sequel to 
Rare's rendered fighting game is now 
slowly trickling into arcades nation- 
wide. Killer Instinct 2 not only 
improves upon Kf s graphical splen- 
dor. it also manages to branch off and 
further refine its own, distinctive style 
of gameplay. This is a good thing. 

Great gameplay might be the key to 
a game s longevity, (and KI2 has that 
in spades) but it also takes great 
graphics to attract new players. 
Knowing this, KIZ s designers lav- 


ished even more attention to graphi- 


cal detail and introduced even more 
cutting-edge special effects in 
this new and improved game. 

Let's take the characters for 
starters. 

All the fighters were painstak- 
ingly rendered on sophisticated 
Silicon Graphics computers, 
resulting in an alarming amount I 
ot realism and personality in the 
characters. You can actually see | 
the veins in Jago’s biceps and 1 
wind blows through Kim Wu's hair I 
convincingly. 

In the first Kl. all the characters 1 
had this expressionless "glossy- I 
eyed" look on their face. KIZ s 1 

fighters now possess more emotion I 
and realistic attitudes during each 1 
match. In some cases, a single 
move can have up to 3 voice sam- 
ples devoted to it. Rare did their 
homework. 

The backgrounds possess an equal 
amount ot refinement and attention 
to detail as the characters. Each 
round begins with a flashy, multi- 
perspective zoom-in camera tech- 
nique that brings plenty of "oohs'' and 
'ahhs'' from passers-by and players 
alike. Impressive! 

A quick visual scan of the back- 
ground graphics lurther reinforces 
Rare's hard-earned “SGI gods'' sta- 
tus. In the 2-D stages (there are 
seven 2-D stages and six 3-D stages 
in all) there is an insane amount of 
line-scrolling on the ground plus up 


□ GfffiGOS 

PRESS STAR, 


PRESS START ' 




I 


to 5 layers of parallax in the very back of the level. Not only that, hot — . — 

yoo can also nudge, break and interact with objects in the hack- Ty* -— » ~ '■ . 

ground. Walls smash to pieces, lava comes flying in from the back- " . - • - 
ground and tree leaves fly off branches. r ' - ' 

The depth of gameplay in KI2 is so extensive, it would take an 
entire book to properly explain it (Gee, what a great ideal). In the 

original Kl an inexperienced player could win with cheap moves alone. In KI2. all of that has been fixed. Every move and tactic can 
now be alleviated or countered in some way. In other words, a skillful player will eat a cheap player for breakfast. When this game 
was first on test, I read some negative feedback from players via the Internet. “The first one was better,” “ The game doesn’t have 
any counters,” and “There’s nothing new here” typified the mood on the ’net. 

Well guys, KI2 Is MUCH different (and better) than the first game, there ARE counters in the game and there are also countless othei 
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gameplay techniques, secrets, and tricks yet to be dis- 
covered in KI2, believe me. In fact, KI2 is the deepest 
fighting gahte i've ever played, bar none. 

Nintendo and Rare have created a highly polished and 
refined fighting game that is easy to pick up. difficult to 
truly master, and most of all... fun. For only their second 
attempt, KI2 is an amazing piece of software. The scari- 
est part is that tlftse guys are just getting started. 
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8) Will LucasArts bring any of their 
SCUMM story system games to U-64? 

9) Can X do any SF moves in MegaMan 
X3? 

10) How can I get ahold of copies of pro- 
doction art from games, specifically 
Capcom games, that you guys get for the 
magazines? 

Jonathon Holmos 
Boxboro, MA 01719 

1) My god, no! He ’s ended dragon Ball, 
but he s still alive and well. . . At least, I 
haven I heard anything to that eltect, and 
since he s probably Japan s most popular 
manga artist, I'm sure it would be men- 
tioned in all the Japanese magazines. 

2) Who knows? I mean, it still has the 
“Z" thing in the character select screen, 
they should have just left it the same... 

3) Cyberbots? It came and went, I sup- 
pose, although I’m sure you can still lind 
it in arcades. 

4) Nintendo only showed games that 
were delinitely coming out lor the 
NintendoB4 in Japan at the Shoshinkai, 
and it's unlikely that GameTek has the 
foreign rights to Robotech, or would be 
releasing it there. I'm sure it'll be at E3. 

5) Night Warriors never made it out of 
test market here. It's out lor the 
Japanese Saturn, and is coming to US 
Saturns in a month or two. 

6) It's lookin’ that way. 

7) They have that gorgeous Genso 
Suikoden in Japan, but no news of a 
domestic release. They also have 
Gradius Deluxe Pack (with Gradius 1 and 
2), and Castlevania and Contra are in the 
works. 

8) For the NB4? You look at the N64 and 
think, “Wow, I wonder what Maniac 
Mansion would be like on this?" You're 
kidding, right? 

9) See Hocus Pocus. 

10) Start your own game magazine? 

Peel it oil a coin-op? Buy the Capcom 
Illustrations book at your local Japanese 
bookstore? (I know there ’s a Sasuga 
Bookstore somewhere in Mass...) If 
you're interested, you can also get illus- 
tration books tor SNK games, Final 
Fantasy. Romancing Saga, Tactics Ogre, 
and a ton ot others. 

Dear Posty, 

Why didn't you write anything about the 
Ultra 64 in the January issue? I have 
some questions I hope you will answer. 
Here goes: 

1. Will the Ultra disk enhance the Ultra 
64 in any way? 

2. Will the Nintendo 64 and Ultra 64 be 
compatible? 

3. Does Square plan on a Final Fantasy 
88 


all stars type game for the Ultra 64, or 
Chrono Trigger 2? 

4. Are all the buttons on the Ultra con- 
troller analog-based? 

5. How much RAIVI does the Ultra 64 
have? 

6. How much memory does the Ultra 
memory card hold? 

7. In the November issue you said Ultra 
64 changed the R4200 chip to a R430B, 
which rons at 150mhz. Is this true? 

Thank you for your time. 

Matthew Criswell 
San Antonio, TX 

Nintendo's keeping the press in the cold 
about the NintendoB4 until E3. 

1. Besides the obvious benefits of games 
with more memory, no. 

2. We won’t know lor sure, but we’ve 
heard that yes, they will. 

3. Square isn’t doing anything lor the 
Nintendo64 (it will no longer be called 
the Ultra) until the Bulky Drive comes 
out. Then, it’s a possibility, but don’t bet 
on it. 

4. No, only the stick. 

5. 3B megabits. 

B. 1 megabit (or so). 

7. They did change it to the R4300, but 
it only runs at 93. 75mhz. 

Dear Most-Wiser, 

If you’ve got a minute I was hoping you 
could answer a few questions for me. 
What the heck is going on over at Virgin? 
It’s been about a year since I first saw 
those groovy-looking screen shots of 
Spot Goes to Hollywood lot the 32-bit 
platforms. Now I see a Genesis version 
and it’s got Acclaim's name on it. What’s 
up with that? Is the delay of the next-gen 
versions due to Dave Perry’s departure, 
or have they just been scrapped entirely? 
You know everything, so if you could clue 
us all in I'd he one happy gamer. 

P.S. If they’ve gone “PC game only” on 
us, forget I asked. 

P.P.S. I walked into Best Buy today and 
saw a large crowd (10) playing Crilicom 
for the PS-X. Ten feet away was a Saturn 
with VF2 playable and NOBODY was 
standing there. "Go figure.” 

Mark DeSharke 
Garden Grove, CA 

Worry not, Spot 's alive and well for the 
32-bit machines. The main development 
team was switched over to work on the 
next-gen versions, and the IB-bit ones 
were sent out ol house to be completed, 
and then licensed to Acclaim. Dave 
Perry had nothing to do with it. . . he left 
quite a while ago, and Virgin has plenty 


ol experienced programmers left. 

Anyway, Virgin delinitely hasn't gone PC- 
only (perish the thought). They’ve got a 
number ol 32-bit projects in the works 
(including the game conversion of John 
Carpenter's Escape From L.A.), and have 
1 Nintendo64 game and 3 M2 games in 
the works. 

As for Criticom... Gah... Clearly there 
are many more people that must be 
saved. The Most-Wiser Postmeister's 
work is never done. 

Dear Post Guy, 

1 . What is the new Ultra64 release date? 
How many controllers will it come with? 
What about memory thingies? Any word 
on a pack-in? 

2. Please print my letter, 

3. Are Doom or Descent scheduled for 
the Saturn ot Ultra64? i 

4. Is it true Saturn cannot light-source or 
gouraud shade? And do transparencies? 
What exactly are parallax backgrounds? 

5. Besides the new AM2 fighter, will 
Saturn get any real Sonic and Ecco 
games? 

6. Will the Ultra64 have DKC, Yoshi’s 
Island, a Yoshi’s Safari- like game, and 
Mario RPG7 If so, how will they he dif- 
ferent? 

7. Will U64 get Soul Edge, Toshinden 2, 
or any other PlayStation Games? 

8. Is Resident Evil scheduled for Saturn 
or U64? 

9. When will Marvel Super Heroes be 
coming home and on what systems? 

U64? 

10. Will Killer Instinct (is it even coming 
out) and KI2 he on one cartridge? ( Kl 
Deluxe ?) When? 

11 . Will Cruis’n get new tracks or any- 
thing new? 

12. Will these be on U64 before '97: 
Earthworm Jim, Mega Man. Metroid? 

13. Did you see From Dusk Till Dawn or 
Broken ArrouP. 

14. Will Saturn have Samurai Shodown 2 
or 3any time soon? 

15. What about all those old 
Sega/Nintendo classics (Altered Beast, 
Out ol this World, Bailie ol Olympus, 
etc.)? Will we ever see them again? 

16. Primal Rage 2? 

17. Saturn Rail Chase 2> 

18. Home versions of Jurassic Park or 
Aladdin 's Magic Carpet Ride ? 

19. Can you expand your letters page? 

Willyum James Haley 
Hawthorne, CA 

1. September 30th. One Controller, one 
memory card with very limited memory. 
Mario s your pack-in. 

2. 1 think not. What have you ever done 



for me? 

3. A new version of Doom s coming for 
the N64. 

4. Saturn doesn t have any of that in 
hardware. It's simple enough to have 
software gouraud shading... Ayer’s 
Adventure, for example, has some pretty 
impressive gouraud shading. Light- 
sourcing is trickier, and transparencies 
are near impossible. Parallax is having 
many backgrounds that move at different 
speeds. 

5. ’TWO" Sonic games in development 
for Saturn, supposedly. One 3-D, being 
programmed here in the states by the 
maker of Sonic 3. and a side-scroller 
being done in Japan by the original Sonic 
team. 

6. Donkey Kong Country 's pretty definite. 
Shigeru Miyamoto is doing a Yoshi’s 
Island-like side-scrolling game, but no 
word as to who the main character'll be. 
Probably nothing like Yoshi’s Safari. . . 
There was talk about a Mario RPD tor 
NS4 a while ago. but I doubt that Square 
and Nintendo are very getting along too 
well these days. 

7. Very unlikely. : 

8. Nope. 

9. Not yet announced lor anything. 
Probably not the NS4: Nintendo wants all 
their developers to use their 3-D abilities 
and analog controller, and Marvel's not 
really a candidate for either. 

10. The N64 Killer will be an original 
game that will have elements ot both Kl 
1 and 2. and some new material. 

Coming this year. 

11. I've heard that it's being redone. 

We it see. 

12. Metroid probably in '97, no word on 
the others. 

13. Unfortunately. I've seen both. 

Broken Arrow was okay, but From Dusk 
Till Dawn. . . what a pile. 

14. Wish I knew. 

15. Hmmm. . . The only one of those I 
even remotely enjoyed was Battle of 
Olympus. Bui I've heard nothing about 
remaking any of ’em. 

IB. It’s quite possible. 

17. Let's hope. 

18. Actually. Disney announced they 
were actually going to make and sell a 
home VR-ish like system (probably 
something that works with PC's) based 
on Aladdin, like, a year ago. I 've heard 
nothing since. 

19. Slowly but surely, until I’ve taken ' 
over the entire magazine. Heh heh. 

Don 't tell that Storm fellow. 

Dear Postmeister. 

I was going to write to you guys last 
month with many questions about the 
gaming world, but I had to edit my letter 
a bit and reduce the number of questions 


to fit this little paragraph about how Sega 
totally ditched RayEarth and Shining 
Wisdom. .As a die-hard Sega fan since 
the Master System, I had to express my 
opinions. I think Sega should port ALL 
RPG's that are produced on the Japanese 
Saturn to the US since the Saturn spe- 
cializes in 2-D type games, and most 
RPG’s are 2-D (which makes a deadly 
coiffbination). I think that porting over 
games like RayEarth would up the sales 
of the SS, since the genre ol choice 
nowadays is role playing. 

And now, a few questions, may I ask 
them? Thanks. 

1 . Will NBA: In the Zone, Bottom of the 
Ninth. Goal Storm. Madden 96, Resident 
Evil, Criticom. Tekken 1 & 2. Soul Edge, 
Toshinden II. Time Crisis. Zero Divide, 
Doom, DBZUB22, Street Fighter Alpha, 
and Loaded be released on the Saturn? I 
mean, since all the companies that made 
these games are Saturn 3rd parties, if 
none of these games came out for the 
Saturn, it would be totally unfair. 

2. Will Samurai Spirits 1. 2. 3. and RPG, 
Pulstar, and King of Fighters 95 be 
released on the Sega Saturn since SNK 
and Sega signed that exclusive rights 
agreement? 

3. Where's Saturn Sonic ? After all. that 
IN' blue guy is the sole reason I bought 
my Saturn. Really! Stop laughing! 

4. If possible, can you get shots of Virtua 
Fighter III ? 

5. Can I expect a Virtua Cop III or any- 
thing from AM2 or 3 coming out soon? 
AM2 RULES! Namco who? Rare who? 

6. What the heck does “redraw’' mean? 

7. I have a feeling that the new character 
in Virtua Fighter III (Japanese Girl) is 
Kage’s mom... Don't you? 

8. Panzer Dragoon ID Astal ID Lunar 
IID 

9. Will VFIII be made on 64-bit material? 
II so. how will Saturn trans- 
late it? 

10. Will there be a Sonic ‘All 
Star ’ type game for Saturn? 

11. Casllevania for Saturn? 

Ristar 1 Shining Force ? 

12. People tell me that 
Fighting Vipers sucks. I was 
looking forward to that game. 

Can you please review it 
sometime soon? 

Well, gotta go, Bye. Sai 
Chen, Sayonara. Paalam! 

Michael Berromilla 
San Diego, CA 

Actually, between Working Designs. 

AtluS. and to a lesser extent. Sega them- 
selves. most of the big Saturn RPG 's are 
already on their way here. Still up for 
grabs: SunSoft's Albert Odyssey Gaiden. 


Masaya s Langrissa III. Sega s mysteri- 
ous F(Ph?)antasy Earth, Blue Seed, and 
Wrinkle River Story. Hudson's Tengai 
Makyo Gaiden, and a couple of other new 
titles. 

1. Heyheyhey, don’t despair! You gel 
Criticom! Heh , heh. Sorry, that's not 
very funny, is it? Well. Madden '96 will 
come out eventually. Street Fighter 
Alpha ’s out, Loaded s coming, and the 
Saturn go! its own DBZ game, which was 
a lot better than UB22. 

2. King of Fighters ’95 is coming in 
March in Japan, with its own RAM car- 
tridge. No word on the Samurai games, 
and Pulstar isn I SNK's to license, it's 
Aicom's. 

3. See the above letter! 

4. 1 wish. Maybe after the AOU? 

5. Virtua Cop II just came out I Daytona 
ll's coming, as are Virtua Fighter Kids 
and Fighting Sonic, and AM3's new fight- 
er, Last Bronx (Fighting Vipers 
w/weapons). More alter the AOU (next 
issue) maybe. 

6. In what context? Like, the way a TV 
constantly redraws the image you see on 
it? 

7. The new character (her name is Aoijis 
like. 18. But Kagemaru s mom has exist- 
ed as a character in the VF world for 
some time (in sketches and such). 
Connection? 

8. Yes! Maybe! Probably! 

9. VFIII will probably be the first Model 3 
hardware game, if it 's not Virtua Kids. 

It'll probably be a crunch fitting in on 
Saturn, but anything's possible. 

10. Dare we dream. . . 

11. Maybe! Maybe! Maybe! 

12. Awesome game, retarded characters. 
We’d review it. but I don't think it’s com- 
ing out here. 
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SNK of Japan’s new website (http://www.neo- 
geo.co.jp) is packed with info on their upcom- 


Yes! This is a dream come true for 
Saturn owners who demand arcade-per- 
fect translations: Sega’s unique Twin 
Advanced Rom System! This allows you 
to store game data on two media formats, 
utilizing both at once to store all the back- 
grounds and animation frames of the 
original arcade title. The KOF'95 cart/CD 
combo, which comes out March 29th for 
¥7800, will store 16 Megabits of informa- 
tion on silicon, and the rest on CD. Way 
to go, SNK/Sega! 


)psedly fu lly-rendered fighter Art of 

Fighting 3 as well as updates 
'^^on their PlayStation and 
ohumm Saturn consumer games, 
i^jjiBtheme park info and more! 


Here it finally is... the 8-meg Virtua Fighter Mini 
for Game Gear. The biggest shocker here, how- 
ever, is that the game SCALES! Samurai- styfe 
SCALING on the GG! VF Mini is based on the 
currently running Virtua Fighter TV animation by 
action anime gods Studio Pierrot. VFM is out - 
March 22nd... we’ll have a review next issue. " 


The Twin Advanced R(^§y§tem 
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Capcom has announced Mega Man 
X3 for the Saturn and PlayStation... 
and, of all things, the 3DO. MMX3 is 
due in late April. 

Nintendo64 may be pushed back until 
July due to an insufficient amount of 
systems being manufactured. We’ve 
heard you’ll be able to pay for the sys- 
tem on 4/21 , but you’ll get it in July. 

Namco is rumored to be developing 
Rave Racer for the Nintendo64. 

A wacky rumor has it that VF3 will be 
released on the Saturn with an upgrade 
cartridge next April. 

Sony’s supposed to be working on a 
mini PlayStation with a built-in monitor. 




Yet another Model 2-powered arcade fighting game is headed your way from Sega, but this is the first developed by AM3. Last Bronx, which, coinci- 
dentally, takes place nowhere near its namesake (unless you consider downtown Tokyo the Bronx) has no ring-outs ala Fighting Vipers, and you can 
smack your opponent against the walls. All the characters use weapons, as well. Last Bronx is due the first half of ’96. 


iiii 


OK, I’m now totally justified in saying that AM2’s getting 
WAY too fruity these days. Fighting Vipers, Sonic, and 
now VF Kids... wacky! Yes, VF Kids plays almost exactly 
like VF2 (though its developers are labeling the gameplay 
1 system Virtua Fighter 2.3) and AM2 has also said that 
they’re going to add new childlike voices for the charac- 
[ ters. My only questions are how will the characters inter- 
I act with each other with such large heads... and, if they’re 
supposed to be “kids,” what’s up with Sarah’s chest? 

VFK will be in arcades in Spring/Summer. 




ALIZED to the character, unlike the 
charmless Alpha 1 BG's. Dan’s back- 
ground is on the streets of Hong Kong, his 
homeland. Adon’s is his swampy marsh 
from Street Fighter I. Akuma’s is a sub- 
terranean cave with a shrine of Akuma 
statues. But the most personality, ( 
the details that make you go ^ 
“hooo-ey, ” are found in back- m, 
grounds featuring Capcom char- Jb r 
acters. Guy's Metro City scene Ww. s -' 
is straight from Final Fight and 
includes Cody. Andore, Jessica, 
and good ol’ Two. P stuck in a 
nasty Haggar headlock. Ken's 
Eliza birthday party bash BG is 
probably the greatest background 
ever in the history of the uni- 
verse, with a multitude of char- 
acters from popular and obscure £ 
Capcom games (such as Night 
Warriors, Captain Commando. 0 

and Stride r). Felicia in the hot 
tub is too cool. Birdie has the mA 
most hilarious background 
. . .remember the Final Fight 
scene where you beat up 
punks who hop out of toilet 
stalls? Well, despite Birdie’s , 

lack of association with FF. a very sim- | 
ilar scene forms his backdrop, but with | 
one major new improvement: Instead « 

of punks popping out of stalls to fight, \ 

you simply get to observe their... er... 


For the past „ 

few months, the 

hardcore SF players at GF ( Nick 
v Rox, K. Lee, and the Enquirer) have 

been speculating about the next chapter 
in the Street Fighter series. Some thought 
SFIIIms finally on the way, but I've been hoping (even 
praying) for an upgrade to the original Alpha for a long. 


Fong time... quite literally, since the first day I saw the 


game. Original Alpha was. and is, one of the greatest 
fighting games ever, but those backgrounds just didn’t 
live up to expectations. More characters, more moves, 
and new backgrounds would certainly make me more 
than happy to wait another year for III. 

Capcom has more than answered, they have exceeded 
my prayers with SFA 2. Not just the minor upgrade that I 
expected, Alpha 2 is the most extensive upgrade any 
company has ever done to any fighting game. In any 
case, I expected a few new backgrounds, maybe three 
new characters, and very few new moves. Instead, we 
get 100% ALL NEW backgrounds for every character, five 
new characters, an all-new Custom Combo system, and 
so much more. 

So. first to the subject that I haven't yet stopped talking 
about since I first saw the game, because I still 
can’t believe it: the backgrounds. 

9^. How much of an 

Wf improvement over 

X Ilk are we ,alkin 9 

• Wk about? So much so. 

w ' that the worst BG in 
• ^ ' fjp SFA2 is better than the 

best in SFA. Now. 

* ft®: everyone’s background 


do a sequence of attacks, dragon punches, jug- 
gles, even super(s) for 20+ hits and big damage. 
^ Some players are a bit uncertain how to react to 
K this feature, because some think it is a bit cheesy, 
jr but generally most players adapted quickly and 
■ think it is fair. (Of course the Custom is block- 
able at its start and the Custom-using fighter 
can be countered.) There are many untapped 
possibilities here, and it’s very flexible: You 

pan ctarf thn P.nitnm nn thp. u/av in frnm a 


The big, much discussed addition to SFA2 is the Custom Combo 
f System. When executed (the exact method is still being final- 
ized; it could be a button combination, a motion, or 
c both... we pray it’s a motion), the Custom Combo v 
)) drains your Super meter into a very short timer. The 

■ instant you start the Custom Combo, you are invincible 

and you slide into your opponent and/or suck them into a 
you. Then you start the combo, where basically ANY- | 

■ THING can connect, two-in-one, juggle, etc. If you sim- 

» ply flange with this method you will probably get 6 hits J 


can start the Custom on the way in from a 
jump, or even two-in-one into it! 


and do minuscule damage, but if you use skill you can 



just say that several of them appear to be in the throes of self-inflicted Super 
Combos. What's even cooler is that who’s in the stalls changes rapidly, so you'll 
never know which scary freak you’ll peep in on next (hey. don't worry, some of 
them are reading newspapers). £ 

Background personality is crucial, but the wonder of the backgrounds doesn’t 
stop there. Now let's talk effects. Mysteriously all but missing from Alpha, the 
line-scrolling, or "warping” which distorted the floors and skies of SF II. is back 
and better than ever, in almost (but not quite) all the backgrounds. Next, many 
stages have three to five layers of parallax backgrounds. Finally (and this is the 
shocker) there are previously CPS ll-unattempted, 32-bit caliber special effects 
such as a line-scrolling lens flare in Bison’s flying fortress stage, and many 
stages with incredible lighting effects, such as the sunbeams which illuminate 
Akuma’s cave. And there are those details which just say Capcom cares, such 
as the water splashing in Gen’s rainy, darkened, crumbling building. All these eleii 
late into, quite simply, the best hand-drawn backgrounds of all time. 

SFA2 has an amazing number of selectable characters: 18. Yes, 18. That’s all 15 
necessary for Bison, Dan, or Akuma), plus the five new characters. Let's take a loq 
characters in-depth: 

Sakura, Capcom’s coolest new female character since Rose (all Capcom babes ari 
described as the following: Ryu’s female head on the anime character Sailor Moon’ 
which translates as “cherry blossom,” is a 16-year-old schoolgirl with tremendous 


She was looking for new challenges when she noticed Ryu. She was so impressed that she decid 
to start street fighting and imitate Ryu’s moves, but with exciting, lovely new variations, lifer 
Shoken is a running multi-hit Dragon Punch, her Sempuukyaku has three completelyydiffe®ht»cs 
and is amazingly useful, and her Hadoken can be done in three varieties: a 3/4-screen distance nc 
fireball (it dissipates), a 1/2 screen distance, wider-circumference shot, and an extfentely short rc 
hugely wide blast. Sakura hopes someday to learn more from Ryu. From a gameplay perjttfve 
is a Ryu clone who is the most different of all the various Ryu clones. With the variety of Iferesei 
attacks, plus many new unique features (she is the first character to get a Super which hits LOW. ; 
awesome running slide), she is an effective and reasonably fresh character. From a design persp 
tive, everyone seems to have fallen for her. Hey, I can’t tell you how many times people have cor 
plained that female fighting game characters are usually too weak, and that someone should mak 
fireball/uppercut female who can compete with Ryu and Ken. Only time will tell if Sakura and eve 
one else are correctly balanced, but in design and execution, Sakura is flabbergastingly wondrous 
Next is Gen. SOME might just assume he has very little new or unique, but just the opposite, thi 
elderly Street Fighter I character has been outfitted with one of the most original features in the hi 
tory of fighting games: selectable styles. He has two different fighting styles, and each has its ow 
unique walking/wait animation, unique attack animations, unique special , „ : 

moves, unique super combos. ‘ " , 


- r - ..wow! We need to study in more detail, but it 

appears Gen has nearly twice the normal animation frames of any other charac- 
ter due to the two styles. In one style he has a Honda-type hundred hand 
whack and a kick uppercut, and in the other he switches 
* to “tick” mode with a roll and a Vega-ish wall leap, f JkL 

\^He seems very effective, and could become a top 

liohter. I Z 

Let s move on to Rolento, certainly the most unexpected 
» addition to the group. (I thought Sodom was obscure, but A ■ 

choosing a Level 4 Final Fight boss who was cut from the 
0 SNES version? Crazy, hut I am not complaining.) Like Gen, 
if Rolento has a few moves which are a bit reminiscent of 
other SF II characters, but much new, unique technique 
, which gives him his own style. He uses his club in a Kiarar* 
three-swing, Fei Long-style sequence attack which can 
| rack up to 11 hits with three swings. (No, I am not m ■’*— 
amused by Capcom’s incre&frig fffitmy fdrftif tilfla- 
VT' f tion. It needs to end.) He can also do a flying knife - 
“ § throw, a super-fast ground spin, and a wall jump ^ 

attack. His Supers include an amazing. 

MS JS* 1 defensive ground grenade roll, and | t 

T a pile driver-type grab where 

aW Rolento s wall-scaling bud- 

dies throw down a hook ii&m im • 

■ 1 'C.f 00 from the top of the screen. 

JL IX which will snag you for mas- f — , : 

f ■■ sive damage. If balanced (standard 
3k 9K qualifier), Rolento should be an 

4 (Continued) * j&. 
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■P Sakura is a 16 -year-old Japanese high- 
^school student who once saw Ryu fight and 
decided that she wanted to be his student, 
so she mimics his fighting style, with certain ^ 
moves being better copies than others. She ’ 
has a super uppercut, fireball and dashing for- 
18000 ~ Sward kick. 


Gen is easily the most innovative new 
character in Street Fighter Alpha 2. He's 
actually two characters in one; by pressing 
three punches or kicks you can choose 
between his two totally different fighting 
styles. The styles' regular attacks, supers, 
alpha counters and moves are totally differ- 
ent. Gen will clearly take much skill to play. 


Different 


Rolento is the fourth level boss from Final Fight. 
He has a short staff which he uses as his main 
weapon, as well as throwing knives and, in his 
throws and supers, grenades. He plays very mui 


like Vega with numerous off-the-wall attacks. 







oft-selected character, and if nothing else he is very amusing. (Who else would blow themselves up with a grenade when they lose by time up?) 

Rolento, Gen, and Sakura are all 100% good news, but now it’s time lor me to comment on what (in my OPINION) is the single worst part about Alpha Z. the deci- 1 
sion to bring back Zangief and Dhalsim. This is a tough one, and there’s solid arguments on both sides. On one hand. Zangiel and Dhalsim required more skill to % 
play than almost anyone else in 5/7/ (certainly more than Blanka or Honda), and will please those who missed them in Alpha. On the other hand, I would RATHER 
have had “new” characters, meaning anyone who wasn’t in the SFII games and could oiler a completely new gameplay style. The problem is. as they obviously had 
to (why would Capcom redesign them?), Zangief and Dhalsim play just too much like they did in Super Turbo. Sure, they each have a new Super (both, strangely, 4 
rising air throws), and their animation is awesome. But, in the end. it’s still Zangief and Dhalsim. These were two of the least popular characters in SFII (other than 
that loser, T.Hawk). If it were up to me I would have chosen Strider Hiryu, Geki from SFI, Eagle from S/7, and/or Lynn Kurosawa from Alien vs. Predator. (I can't te|f 
you how many times I’ve heard players ask for Geki, he is possibly the most requested character ever!) And if Capcom really was set on a third “grab” type charac- ■ 
ter (isn't two enough?), I would have picked Haggar over Zangief in a chi-gathering split second. 

By the way, it’s patently obvious that the blank spaces in the bottom-left and bottom-right comers of the test version will be replaced by the usual question mark, i 
secret character/random select icon. Our two main predictions/prayers for new hidden characters are Zekuu (Guy’s master) and Gouken (Ryu. Ken. and Dan’s mas- i; 
ter, supposedly killed by Akuma long ago). Also, we have no information yet on possible new bosses, because the test version gave us a hilarious “Oh no, Location 
Test Ending!' message. 

Let’s move on to general gameplay. The biggest difference here is the Custom Combo System, described below. The second-most major enhancement/downgrade, 
depending on your position, is that chain combos are, for whatever reason, GONE. I have very mixed emotions about chain combos. On one hand, I don't think they 1 
belong in, say, SFIII. However, since Capcom put chain combos in Alpha , I think it’s weird and inconsistent to take them out in Alpha 2. However, 99.9999% of all r 
Internet SF fans hate chain combos, so I will not formally advocate their return in Alpha 2, because I am just one opinion and the most important thing is pleasing 
the majority of the expert players. However, why not make it a soft dip off/free select option like auto-blocking was in SFA? Another thing I sorely wish to contest is ;; 
that certain essential (well, if not essential, at least very exhilarating) two-in-ones have been removed, such as Ryu’s standing Roundhouse. Why, Capcom? In 
what way did this make Ryu too powerful? Another small but important thing I wish to point out is that in the test version of original Alpha , Charlie s low Forward 4 
could two-in-one, but it was removed from the final. I really hope Capcom puts this two-in-one into Alpha 2. On the good side, certain characters have acquired the • 
two-in-ones they needed (Sagat’s standing Roundhouse and low Forward, praise the lords, the man is BACK). 

Let's dash through the other gameplay changes. Everyone can now do two Alpha counters (one with punch and one with kick), so that means one new AC for all the 
old characters (but most are of course reused frames). You can now roll in six directions/distances, depending on the button you press. Some but not all old charac- 
ters have new moves, but many have been tweaked and balanced: Adon has an air Jaguar Kick, a top-down attack, and his motions are easier to do; Sagat is MUCH 
faster in all aspects; Birdie has a flaming Bull Head and new animation for his Bull Revenger; Chun-Li's Kikoken is now a standard fireball motion; Charlie has a hop 
which allows him to move in while charged for a Sonic Boom or Flash Kick, and his pause after a Sonic Boom is shorter; Guy has a new dashing elbow; Rose has a 
new charging soul scarf attack; Ryu can throw multiple Shinkuu Hadokens and also has a fake Hadoken (although it would be a more effective fake if he actually said 


“Hadoken" or even "Hado...”); Ken has a fake Tatsumakisempukyaku; and Sodom has a fake Butsumetsu Buster, plus his taunt now hits. (Personally, I think the 
fakes are lame, but many expert players enjoy them. ..I can’t wait for someone to two-in-one into a fake as the ultimate form of taunting.) 

As an overall graphic piece, Alpha 2 demolishes Alpha, despite the fact that 90% of the animation frames for the old characters are unchanged. (Some characters, 
however, have quite a few new frames, especially Dan who has a redrawn face, redrawn basic moves, and a redrawn first frame for his Dankukyaku.) Every stage 
just overflows with gorgeous colors, often making you stop to ask, can CPSII really do this game? There are also heavenly new portrait pictures, and some charac- 
ters have new win poses (including Rose, who has the most amazing win pose ever conceived - it’s straight from the Alpha's World art). And for the true die-hard 
fan who notices every detail, every touch, you could watch the game for weeks and still not see it all. Only Capcom thinks of details such as Dhalsim actually disap- 
pearing in his status-bar face portrait when he disappears during the game, or including a miniature preview image of the stage during the much-improved map 
screen before each fight. The only even remotely negative comment about the graphics is that the new characters are so well drawn with so many animation 
frames, that the old characters look just a bit out of place. (And that's saying something, that Capcom could completely redefine its own standard of animation qual- 
ity in less than a year.) 

As for the audio, Alpha hatf truly luscious music, but Alpha Zs new tracks for the new characters (old characters have the same music with slightly different sam- 
ples) represent music granted to this world by a higher being. I will not spend a single word trying to convey how much pleasure I derived from Sakura’s stage 
music, it would be a waste of space. One big surprise is that every old character except for Ryu has all-new voices, generally for the better, but in a few cases for 
the worse. Chun-Li sounds cuter now, but her “Kikosho!” used to be greatest sample in the history of samples, and now it’s just... not. There are many new sound ' 
effects, including a great new dizzy sound. 

This is a preview, and of course the game will probably undergo many changes before it is finalized for release (date currently unknown, but I’d predict sometime 
m mid to late spring). So, despite all the incomplete aspects, I feel comfortable having approached the game in the semi-evaluative manner I did - after all, 

Capcom wants feedback, so here it is. In any case, whether chain combos are in Or not. whether there are zero or five hidden characters, I am confident that, when 
completed, Street Fighter Alpha 2 will be the greatest fighting game of all time, and one of the top arcade games of ’96. With such a great game to occupy us for 
the next 6-12 months, I am HAPPY to wait as long as it takes for Capcom to make the very best Street Fighter III possible. -B. Slabber Layout by Nick Rox 


WE'LL BE BACL WiTH MORE SFA2 NEXT iSSUE! 





Sonic has made his Japanese animat- 
ed debut, to remind us once again how 
much American cartoons suck. The 
U.S. Sonic Saturday morning cartoon is 
long gone (I hope), but it would definite- 
ly still be around today if it was as good 
as its Japanese counterpart. The 
Japanese Sonic is a rental-only OVA, 

(the first of hopefully many) so the animation is 
much cleaner than you could ever expect from a TV 
show, but the characters’ on-screen presence is 
what makes this Sonic so cool. It's like playing the 
game, but in anime form. Or something. 

Since it’s only 27 minutes (part 1 of...?), there’s 
not too much to say about Sonic. Sonic and Tails 
are out to save the president, who’s been kidnapped 
by arch-villain Dr. Eggman (Robotnik in the US version) 
So, they run off to Eggworld, fight some minor enemies ; 
fight a boss, meet Knuckles, and then Volume 1’s 
over. It doesn’t sound like much, but it’s a hell of a 
trip, and the pace is as fast as Sonic hims 
Sonic sounds a bit gruff, the voice actor: 
cool, and the new character, Sarah (the 
daughter), is a nice addition to the cast. 

Slim though the possibility is, Sega might one 
bring the series here, but until then, enjoy some shol 
what a video game-based cartoon should be... 






For some reason, the best anime always seems to be based on real- 
ly, really stupid things. Like last month's IRIA, Giant Robo is based on 
low budget action films I’d really rather forget about. But one of the 
mysterious things about animation is that it can take things that were 
painfully cheesy as live action, and make them pretty damn cool. 
Giant Robo is the best example of this mysterious force yet. 

The Giant Robot that gives the series its name is still the lamest 
part, but the supporting cast of “Experts of Justice” agents are incred- 
ibly awesome, in a “this should be a fighting game" sort of way. The 
character design (handled expertly by Toshiyuki Kubohka, of Sega-CD 
Lunar fame) and animation are top notch, and the action scenes are 
very well choreographed. 

Storyline: In the near future, a new energy source, called the 
Shizuma drive, is invented. Totally clean and infinitely recyclable, it 
quickly becomes a world standard. But, in the possession of its inven- 
tors is a drive that can reverse the process, and effectively destroy all 
existing Shizuma drives, leaving the world totally (bad pun coming) 

powerless (ha). Luckily, 
Giant Robo is powered 
by good ’ol environmen- 
tally devastating atomic 
power, and he’s the 
international communi- 
ty’s only chance to stop 
Big Fire, the evil organi- 
zation behind this nefar- 
ious plot. 

The translation has 
its ups and downs. 
Most of the characters, 
like Taisoh and that one 
incredibly French guy, 


exchanges like the following (between green-haired commando, 
Ginrei, and 12-year old Giant Robo operator Daisaku) kind of make 
you wonder: 

Ginrei: You’re in love, aren't you. [Giggles] I mean, with the Shizuma 
drive. 

Daisaku: [In complete monotone] Yes, I guess I am. It’s fascinating. 
All the batteries disappeared as I grew up. Shizuma’s drive is every- 
where. Radios. Cars. Airplanes. The recycling process is what I real- 
ly enjoy. 

As cool as the rest of the heroes and villains are, I’d really, really like 
to slap Daisaku. 

Though the dialogue’s a bit heavy on the cheese, Giant Robo actu- 
ally has a very serious storyline, and some genuinely touching 
moments. Not to mention that each 45-minute 
episode has about twice as much action as 
every other tape covered this month com- 
bined. Definitely my action pick o’ the month. 

By Manga Entertainment, volumes 1-4 avail- 
able now, volume 5 available in March 

Dubbed, Volume 1 (2 episodes): $19.95, 

Volumes 2-5 (1 episode each): $14.95 
Okay for most audiences, some graphic vio- 
lence 




Old people. They’re boring, they’re useless, and 
let’s face it, they’re kind of disgusting. This is basi- 
cally the premise behind Katsuhiro Otomo’s newest 
(well, here, at least) film, Roujin-Z (Roujin, meaning 
old person, pronounced “row,” as in, you know, your 
boat, and “gin,” like the drink, unless you’re Gene 
Siskel, in which case it’s evidently completely differ- 
ent). If you’re expecting Akira 2, you’re in for a biiiii- 
ig disappointment, but if you’re expecting a dark 
comedy about our treatment of the elderly, you’re 
definitely in luck. 

Yes, back to the old people. There sure are a lot 
of them, and they’re kind of a pain, the way that we 
young-uns have to take care of them, just because 
they’re (technically) responsible for giving us life. 
Luckily, a massive corporation (whose name I for- 
got) has a solution: the Z-001. It’s a large, robotic 
bed that cleans, entertains, and monitors the health 
of your elders, so you can go eat Cheetohs and 
watch WWF, or whatever. Mr. Takazawa, a senile 
old invalid, is picked to test the machine, despite the 
objections of his student nurse, Haruko. 

Unfortunately, Takazawa isn't too thrilled with his 
Z-001 . He prefers the dignity and human kindness 
he got from Haruko. And since the Z-001 is pro- 
grammed to respond to the desires of its occupant, 
it manages to first infiltrate computer networks 


everywhere in an attempt to contact Haruko, and 
then becomes mobile to follow her home. The cor- 
poration sees this as a theft by Haruko, and has her 
arrested, but it isn’t that simple. The Z-001 is an off- 
shoot of a military hardware program, and, under 
Takazawa’s senile command, becomes a danger- 
ous weapon capable of making his desires a reali- 
ty... and to hell with anyone who gets in the way. 

Though there’s a very Akira-e sque machine vs. 
machine battle at the end, Roujin-Z is actually a dark 
comedy that both parodies our attitudes about the 
elderly and subtly tries to make a point about human 
dignity. Japanese comedies make for pretty tough 
translations, but US Manga Corps did a surprisingly 
good job in preserving the satirical tone, and the 
voice actors (and this is something I don’t say too 
often) actually did pretty good work. Also notable is 
the soundtrack, which is full of very cool music that 
I couldn’t even begin to describe. Since Roujin-Z 
has received quite a bit of recognition as a theatrical 
release (and a Siskel & Ebert “pick of the week”), 
let’s hope US Manga Corps considers releasing the 
soundtrack, too (well, I can dream). 

By U.S. Manga Corps, available 4/16/96 

80 minutes; Subtitled version: $29.95, Dubbed ver- 
sion: 19.95 

Rated PG-13 




the creator of MD Geist and Genocyber, Cybernetics 
is probably exactly what you expect: cool mon- 
ster design, a good dose of killing, and a slightly 
original sci-fi storyline. Our hero is John Stalker, a 
man who grew up in the slums of 

city, an area affectionately known as 
’’ John disproves the idea that one can 
never leave Cancer, and joins up with Leyla, a 
researcher at the Central Guard Company who’s 
charged with the quest of cleaning-up Cancer. 

She creates a Guard Suit capable of enforcing 
order within the area, without fear of damage 
to its pilot. 

Enter Adler, another researcher who does- 
n’t care much for Leyla’s namby-pamby 
approach. He creates a “Genocyber Killing 
Machine,” and, as you can probably guess, its 
main function isn’t exactly to sign welfare 
checks. Adler’s very fond of his solution, and 
tries to sabotage Leyla’s entry as she unveils it 
to the world, and kill its pilot... John. I 
don’t want to spoil what happens next, 
but rest assured, it’s something bad. 

And thus, the killing ensues. 

CyGuard has some excellent scenes, a few neat 
twists, and a physically painful glam metal soundtrack. 
You’ve probably seen all of its constituent elements 
before, but that doesn't make it not worth 
:hing. It's the type of thing you watch 
a pizza, a friend, and the intent to 
just vegetate for a while. 

By US Manga Corps, available now 
45 minutes, subtitled 
Parental discretion advised (for 
graphic violence) 






Night 

ON THE 

Galactic 

Railroad 


Once a year or so, an animated film comes out in 
Japan that’s supposed to, I don’t know, soothe the dor- 
mant guilt that most anime producers must have from 
producing a non-stop string of sex & violence films, or 
something. You can always spot these films a mile 
away; they’re the ones that are sponsored by huge 
financial institutions and based on stories that were writ- 
ten long before you were born. They’re also almost 
always excellent. 

Night on the Galactic Railway is one such film. 
Originally released in Japanese theaters 10 years ago, 
and based on a story written in 1927, it’s not exactly 
going to catch the eyes of, say, the Dominion Tank 
Police set. But if you give it a chance, you just might like 
what you find. 

To be honest, it’s one of the slowest movies I’ve ever 
seen. I spent the first 30 minutes or so grabbing my TV 
and screaming “CAN’T YOU WALK ANY FASTER!?” at 
main character Giovanni, who spends the first 30 min- 
utes slowly sauntering about town. But in time, I found 
myself becoming entranced by Nights dream-like mood. 
Although a film about fuzzy cats with Italian names rid- 
ing a train through the cosmos sounds pretty juvenile, lit- 
erally ever scene has a palpably eerie, vaguely disturb- 
ing tone. It really is just like a dream, the kind where 
nothing really scary's happening, but you’re always on 
edge ’cause you don’t yet understand the rules of the 
dream’s reality. The eerie soundtrack and the quality 
animation coupled with the blueness of everything (I 
don’t even want to think about how many tanker trucks 
full of blue paint it took to make this) only compound this 
feeling. In an odd sort of way, it reminded me a lot of the 
computer game, Gadget. 

Though it’s light on action, Night is incredibly well writ- 
ten and its calm yet spooky pace is definitely something 
to experience. Not exactly what you’d expect from 
Gisaburo Sugii (the director of the Street Fighter II 
anime, believe it or not), but if you can overlook the slow 
pace, this is something that’s definitely worth a chance. 
By Central Park Media, available 4/2/96 
115 minutes, subtitled, $29.95 
Fine for all audiences 



Other highlights: 

Guy ver (left), is considered by many to be 
one of the mech classics, when it was 
released by someone or other a few years 
ago. Now, Manga Entertainment has 
slapped a fresh coat of paint on it and is re- 
releasing all 12 episodes with new dubbing, 
new music, and some incredible 
new cover art. The 
first episode 
hit stores on 
February 
27th, and new 
ones are being 
released every 3 
weeks. 


Also coming at the end of February is A.D. 
Vision’s Gunsmith Cats (middle), Vol. 1, 
available dubbed or subtitled, on tape or 
laserdisc. It’s the new one by Kenichi 
Sonada (who brought us Bubblegum Crisis 
and Riding Bean, and that’s a pretty darn 
good resume...), and its already avail- 
able here as a Dark Horse comic. 

A.D. Vision is also releasing a spe- 
i cial edition tape with an 
extra 40-minute “making 
of bit. 

Manga 

Entertainment’s 
\ Bounty Dog 
(right) is a 45 
S\ 'minute 


OVA about private investigators mixed up in 
an eons-old alien affair on our newly colo- 
nized moon. Look for it March 19th. 

Clearly, you’ve got plenty to keep you 
busy... See you next month! 










rumored to be 
“allowing” a 
4,000 Yen 
($40.00) deposit 
on April 21st, so 
Japanese gamers 
can reserve their 
N64 in advance... 
no comment... 
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Welcome to Other Stuff. On with 
the show. 

A problem Sam Tramiel wishes he 

As we all know, Nintendo has 
delayed their 64-bit system yet 
again. From what we hear, there 
are two reasons for this: Reason 
#1 is what Nintendo considers a 
supply and demand “problem.” 

You see, Nintendo has just now 
discovered that many hungry con- 
sumers out there are just itching to 
buytheN64. How many con- 
sumers? An estimated 3.1 million 
gamers will buy an N64 by the end 
of 1996 in Japan alone, according 
to Nintendo. Currently, only 
around 220,000 N64’s have been 
manufactured to date and (sur- 
prise) this isn’t enough units to 
supply both Japan and North 
America in April. Nintendo appar- 
ently wants to avoid repeating the 
supply fiasco of 1991 when they 
released the 16-bit Super Famicom 
(SNES) in Japan. At the Super 
Famicom’s release date, Nintendo 
sold their entire allotment (around 
350,000 units) within hours. 
Demand was so high, greedy 
retailers charged top dollar for the 
units, costing Nintendo jillions of 
yen. Had more units been avail- 
able, that gouge money would have 
gone directly to Nintendo. This 
time around, Nintendo wants to 
provide ample supply for the 
Japanese market, and to do that, 
they sacrificed the April ’96 North 
American release date. That’s all 
fine and dandy, but we now hear 
the N64 is going to be delayed YET 
AGAIN, only this time in Japan, 
which brings us to reason #2... 
Mario 64... From what we hear, 
M64 won’t be ready in time for the 
April 21 release date. Officially, 
the 4/21/96 release date still 
stands... but uhh... don’t be sur- 
prised if that slips to, say, Sunday 
June 2nd, 1996. Nintendo is 


lineup 

NOA is currently 
gearing up for the 
rapidly approach- 
ing E3 Show in LA. 
«* N64 games on dis- 

play include: Killer 
Instinct 64, Super 
Mario 64, PilotWings 64, Wave 
Race 64, Cruis’n USA, Doom, FIFA 
Soccer, Super Mario Kart R, 
Goldeneye, Shadows of the 
Empire, Buggy Boogie, Body 
Harvest, Blast Dozer anti an 
unknown puzzle game by Nintendo. 
For the SNES, Donkey Kong 
Country 3, FX Skiing, Ken Griffey 
Junior, Kl 2, and Kirby Deluxe are 
all possible candidates. We also 
hear that Capcom will be showing 
a 40 meg version of Street Fighter 
Alpha for the SNES. 


In a recent round table with GF 
staff (DH and JP), Howard Lincoln, 
President of Nintendo of America, 
hinted towards a few upcoming 
N64 titles. He said that Kid Icarus 
64 (joy) and Metroid 64 (big joy) 
will both be available for N64 
(when, he didn’t specify) and that 
Rare is working on a Bulky Drive 
action game, due out in late 1997. 
Williams also has more N64 games 
down the pipeline. War Gods, the 
upcoming 3-D coin-op fighter is 
one candidate, Cruis’n The World 
(sequel to Cruis’n USA) is another. 
Other N64 titles to watch out for 
include: Ultra Mortal Kombat, 
Robotron 3-D, and also an 
unnamed off-road driving game. 
Konami is rumored to be showing a 
golf game and a soccer game for 
the N64 at the 1996 Shoshinkai 
show in August... how depressing. 
Where’s Castlevania and Contra. 
Konami... Sports? 

The 301 lb. aorillaMMI E 
shadows 

Matsushita’s (gesundheit) 64-bit 
M2 console inches closer to reality. 
The Japanese release date is being 
hinted as “a fall 1996 launch” and 
America is expected to receive the 
M2 sometime in early ’97 or per- 
haps as soon as late ’96. In hard- 
ware news, the M2 is now said to 
include a whopping 8 megabytes of 


RAM and utilize a quad speed CD 
drive. The damn-is-this-thing- 
expensive-to-manufacture unit will 
retail at $299 with a pack-in game 
included... In the meantime, 
Matsushita has just scored a major 
coup by officially signing on 
Konami of Japan as a developer. 
Konami is hard at work on a 3-D 
fighting game which will debut first 
on an arcade M2 board, late in 
1996, and then on the home con- 
sole at a later date. Perhaps even 
more significant is that Capcom is 
also rumored to be an M2 develop- 
er. We don’t know exactly what 
game(s) Capcom plans to release 
on the M2, but considering the 
major-league roll Capcom is on 
lately (SFA, SFA 2, D&D 2, Marvel 
Super Heroes, and Night Warriors, 
to name a few) how bad could it 
be? Think about it... With those 
two major developers in their back 
pockets, “the company with too 
much money” now has Square and 
Enix in their cross-hairs. Hearing 
news that there may be trouble in 
Nintendo paradise, Matsushita is 
rumored to be tripping over them- 
selves, scrambling to shove as 
much cash as possible into the 
faces of Square and Enix, trying to 
convince them that the water is 
much warmer in M2 land. 


Insiders at Sega have confirmed 
that they are working on a 64-bit 
machine which is Saturn based and 
will incorporate DVD technology. 
Not many details are known about 
the project, but we are inclined to 
believe that the console in question 
will be based on Matsushita’s M2 
chipset. Sega has made a huge 
investment of time, money and 
company pride on the Saturn and 
they are making certain that this 
64-bit project is backwards com- 
patible with their current hardware. 
Matsushita shares Sega’s philoso- 
phy of backwards compatibility and 
are guaranteeing that the M2 will 
work on the 32-bit 3DO as well. 

One then, has to wonder how Sega 
and Matsushita are going to pull 
off: A) designing an M2 chipset that 
will not only play Saturn and M2 
games, but also accelerate a 
Saturn up to full M2 status, B) not 
further confusing the loyal Sega 
consumer by offering them a game 
system that could potentially play 
up to FIVE different formats (32-bit 
Saturn games, 32-bit 3D0 games, 
64-bit M2 CD games, 64-bit M2 
DVD games AND DVD movies... 
oy!), and C) designing the Einstein 
of operating systems - one that can 
quickly and efficiently identify and 
differentiate 5 different formats on 


the fly... a daunting task. The one 
saving grace of this whole deal is 
that we’re talking about Sega and 
Matsushita here. Individually, 
these two companies can make the 
impossible a reality. Together, 

Sega and Matsushita could make 
history. As we said before in OS, 
Sega is not only working on this 
project, but others as well. And 
Matsushita? If their dream team 
consisted of Capcom, Konami, 

Enix, Square, and (gulp) Sega, all 
in one neat M2 package, they could 
be a force to be reckoned with... to 
say the least. 


Last month in OS we mentioned an 
action game for the Play Station 
developed by Naughty Dog. The 
name has been changed from Willy 
Wombat to Crash Bandicoot. Sony 
Computer Entertainment recently 
obtained the rights to Crash 
Bandicoot from Universal 
Interactive, and is now considering 
CB as a potential PSX mascot. As 
we said before, the CB project is 
being programmed by Naughty Dog 
and headed up by 
Producer/Director David Siller, cre- 
ator of Aero the Acrobat parts 1 & 

2. Crash Bandicoot is a Mario 64- 
ish 3-D action game and is sched- 
uled to be released in October. 


David Perry and co. have uttered a 
few details concerning their latest 
title: MDK: Murder, Death, Kill. 

Due out later this year, MDK is set 
to debut on the PC. MDK is a 3-D 
sci-fi action/shooting game and is 
said to be ultra-violent. Complex 
3-D environments and a dark, evil, 
futuristic mood separate MDK from 
the rest of the next-generation 
pack. A PlayStation version is on 
tap for a ’97 release and an M2 
version is also a possibility. But 
what’s this about pizza? 


I doubt it, but rumors are circulat- 
ing in Japan of a supposed 
replacement. That’s right, the little 
hedgehog responsible for putting 
Sega on top (with a little help from 
Tom of course) could be replaced. 
So what is this mystery game 
based on? All we can figure is that 
Sega may have their sights on a 
tad older user for their 32-bit sys- 
tem and upcoming (and inevitable) 
64. That is, if the rumor’s true. 
Regardless, Sonic is on a roll once 
again with three games currently in 
development: Fighting Sonic, an 
STI-developed 3-D Sonic, and a 
yet-unseen SOJ Sonic. We’ll keep 
you posted... 
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PLAYSTATION CHIEF EXITS 
After only four months as 
president of Sony 
Computer Inter-tainment, 
Marty Homlish is leaving 
that post to return to Sony 
Electronics. Sony 
Computer Entertainment is 
Sony's marketing and dis- 
tribution arm for the 32-bit 
PlayStation. 

Homlish, who ascended 
to the president's position 
in October (taking over the 
position from Olaf Olaffson 
who in turn snatched the 
job away from Steve 
Race), wilt be Involved in 
two new business ventures 
at Sony Electronics. A 
company spokesman said 
he (Homlish) left SCE 
because he wanted to con- 
tinue living on the East 
coast, rather than relocat- 
ing to the northern 
California community of 
Foster City, where the 
PlayStation division is 
headquartered. 

Shigeo Maruyama wilt 
succeed Homlish at Sony 
Computer Entertainment. 
Maruyama is currently 
serving as vice president 
of Sony Computer 
Entertainment Japan. 


ATARI CORP. LAUNCHES 
NEW DIVISION FOR PC 
MARKET 



Atari Corp. is launching a 
new division to make and 
distribute game software 
for personal computers 
which are estimated to be 
in 10 million US homes. 

The new unit, called Atari 
Interactive, will tap into its 
library of game titles and 
adapt them to run on 
today's high-powered PC 
models. Atari will update 
games, which include Pac 
Man and Asteroids, with 
three-dimensional graph- 
ics and stereo sound. 



KONAMI & MEI JOINTLY 
DEVELOP MOTHERBOARD 
FOR ARCADE MACHINES 
' Konami Co. 
Ltd. and 
Matsushita 
Electric 

. Industrial Co., 
will jointly develop a new 
64-bit mother board for 
video game machines used 
in amusement arcades. 

The motherboard will be 
released with Konami- 
related game software by 
the end of 1996. Konami 
plans to adopt 
Matsushita's 64-bit M2 
system to develop action 
video game software using 
three-dimensional comput- 
er graphics. The price of 
the motherboard will be 
under $2,000. Konami will 
supply 5,000-10,000 
boards for each software 
title to amusement arcades 
worldwide. Konami 
expects total annual profits 
to expand $20 million or 
more as a result of the 
new product. Although 
Konami also develops 
motherboards, it decided 
to use Matsushita's M2 
motherboard for 3-D com- 
puter graphics to cut 
development costs. 
Matsushita has already 
announced a plan to apply 
64-bit graphic processing 
technology in a wide num- 
ber of areas, including 
arcade games and person- 
al computers. 


Europe, Korea, and the 
rest of the world (South 
America, Africa, China). 
When asked if Goldstar 
would consider licensing 
the 64-bit M2, company 
officials stated, "Goldstar 
is still in negotiations with 
Matsushita regarding the 
M2 technology...” 

ACCLAIM ENTERS COIN-OP 
MARKET 

Acclaim Entertainment, 

Inc. announced that an 
arcade version of Batman 
Forever will be hitting 
arcades soon. This is the 
company’s first venture 
into the coin-op market 
and will also be the debut 
of their proprietary RAX 
audio technology. RAX 
audio technology is a 
high-fidelity, low data-rate 
sottware compression 
technology that allows pro- 
grammers to include virtu- 
ally any sound or sound- 
track without translating or 
reprogramming and can 
play up to 12 random 
audio tracks simultaneous- 
ly. Acclaim describes the 
game as “a one or two- 
player fighting game in 
which players may select 
either Batman or Robin as 
they venture through the 
Gotham City’s underworld 
in an attempt to prevent 
Two-Face and the Riddler 
from taking over the city.” 
Look for the game in an 
arcade near you in March. 


GOLDSTAR HALTS 300 
PRODUCTION 
LG Goldstar Corporation 
has made the decision to 
discontinue manufacture of 
the US version of its 32-bit 
3D0 game console. The 
company has sufficient 
inventories relative to its 
foreseeable product life 
cycle and will continue to 
support current systems in 
the US market. Goldstar is 
also expected to support 
the 3D0 business in 


UBI SOFT OFFERS 
RAYMAN DEMO DISC 
Ubi Soft Entertainment is 
offering Saturn and 
PlayStation owners the 
opportunity to "try before 
they buy.” A preview CD 
of Rayman, which includes 
a playable version of the 
first world of the game, 
will be available lor $5.95. 
Also included is a $5 
rebate coupon for those 
who decide to purchase 
the complete game. The 


decision to create the 
demo disk was made due 
to the overwhelming num- 
ber of requests on Ubi 
Soft’s web site 
(http://www.ubisoft.com) 
for downloadable demos. 
Demo disks are common 
practice in the PC market 
and Ubi Soft’s Carrie Tice 
feels that "this is a logical 
step for these Next 
Generation systems. 

NINTENDO URGES TRADE 
ACTION TO END VIDEO 
GAME PIRACY. 
Nintendo of America Inc. 
urged U.S. Trade 
Representative Mickey 
Kantor to take action 
against China, Taiwan, 
Hong Kong, and 4 Latin 
American countries that 
have failed to end the ram- 
pant counterfeiting of 
Nintendo video game prod- 
ucts. Nintendo estimated 
it lost more than $1.3 bil- 
lion in sales to piracy in 
1995 alone. 

More than 75 U.S. com- 
panies that create, license 
and sell Nintendo game 
products joined Nintendo 
in making the recommen- 
dations filed under the 
trademarks and other intel- 
lectual property. 

Nintendo and its publish- 
ers have waged an aggres- 
sive campaign against 
video game counterfeiting 
for more than a decade. 
They have worked with the 
U.S. Customs Service and 
with customs officials and 
law enforcement authori- 
ties in Western Europe. 
Latin America, the Middle 
East, and Asia to combat 
counterfeiting. Nintendo 
also has brought legal 
actions against hundreds 
of video game counterfeit- 
ers in more than 30 coun- 
tries. This latest action 
marks Nintendo’s long- 
term dedication towards 
halting the illegal sales of 
counterfeited games. 



by E. Storm 
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Congratulations to all the winners of the 
Earthworm Jim Groovy Giveaway Contest. 
All the art was incredible and we appreciate 
all the entries. Wish we had more room to 
show them all! 


It was a tough call, but Jennifer Seng of Westborough, 
Massachusetts, with her Udderly-infested SD Barney collage, 
walked away with the grand prize of an original EWJ animation 
cell from the EWJ cartoon series. 


Congratulations to these lucky three, who go home 
with a low numbered EWJ action figure set. 


Jon 

Allegrezza of 
Winter Park, 
Florida and a 
frighteningly 
realistic view 
of the video 
game corpo- 
rate world. 


Damien Payne 
of Hampton, 
Virginia 
opened up 
one scary can 
of worms. 


Phil Bailey of 
Paterson, 
New Jersey 
and his 
“Handbag 
from Heck” 
housewife. 


Our 10 second prize winners get a Earthworm Jim 
handheld cartridge for Game Gear or Game Boy. 


Carl Johnson 
Westwego, LA 


Paul Beck 
Florissant, MO 


Aaron Phelps 
Chico, CA 


Addison Yip 
San Francisco, CA 


Jose Escalante 
Pacoima, CA 


Christine Chugon 
Poway, CA 


Dale Stearns 
Dorsey, IL 


Raymond Arroyos 
El Paso, TX 


Hong Li 
Brooklyn, NY 
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Doran Johnson 
Westwego, LA 


Sean Anderson 
Brighton, Ontario, 
Canada 


James Coats 
Mansfield, Ohio 


Erik Steele 
Clinton twp, Ml 




Congratulations to our 3rd prize win- 
ners, all 10 of whom win a year’s 
subscription to the best magazine on 
the planet, GameFan! 



Jennifer Call 
Newport News, VA 


Ken Abrahamsen 
Palenville, NY 


Justin Erickson 
Grimsby, Ontario, 
Canada 


Anthony Yepes 
Waterbury, CT 


Send us your old games 


Receive a check back or purchase other titles of your choice 
Prices in this ad are good thru 4/30/96 

Visit our World Wide Web Homepage - http://www.cybergate.com/~bre 
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SSJ™ NBA JAM TOURN. EDIT. 34.95T4.00 NaQ-BACKCLUB* 39.9518.00 CONV. CITY 8A1! TOUR 34.951500 PYRAMID INTRUDER 39.9520' 

UWTCRulAOEr® SSSS Site KSmnTRILOGV J3S2SS effiATUREWOCK SSauS 5S SS! 

UGHTCRUSAOER.. “ 2,95 ,0.00 NOFEA^RACING 44.^00 COCKERS 3995,890 gJWWS* JAg* 

— 399518,00 CYBER SLED 299512.00 RAZOR WING 449524.1 


r - s \ 


||K qpe 

49952590 PALADIN'S QUEST 


OPERATION EUROPE i 


NFLO-BACKCLUB96 SiSo! »9S10JM fIghtiNGEDITION 44952200 MRKFORCES ' D °° U 39952200 KVOUnloN^ 39.9slo.! 

tSSSSSKd®* SSSS POA TOUR GOLF SS 44.952500 PRIMALRAGE 29.951200 DARK LEGENDS 449522.00 RIDGERACEfi 29.95101 

NHL HOCKEY 96 23951200 POPTTO 34.9515.00 REVOLUTION X 39.9520.00 DARKNET 399520.00 RIOGE RACER 

449522.00 ROM. 3 KINGDOMS 2 44 9 523.00 DARK SUN: REVOLUTION 44.9525.1 

IX'JFSJ'XS "'"™- i—"nr9 399520.00 ROM, 3 KINGDOMS 3 49.9524.03 SHATTERED LANDS 44.9522.00 RIPPER 4495221 

PHANTASY STAR |T SS S&SWS SM g&'SgT” SSSI 

wJfSJtvIrro . 2?-S5’S 2^?I^ I ? ATTACK239S ' 000 SECRET OF MANA 39.95,100 DEFCON 5 29.951200 ROCK 'N ROLL RACING 44.95221 

KKffitXmSK 3SS51SS « A »'™SUI7 399520«l SEPARATONANXIETY 39.95,3.00 DESCENT 449524.00 ROM. 3 KINGDOMS A 519532.1 

PRHnusvniKi SK.MAN 299512.00 SIMCITY 39.9523.00 DESTRUCTION DERBY 3995'1890 RUINS 39.9520.1 

Sm!?ibr¥ SIwBm "S* 39952000 SOUL BLAZER 34.9514.00 OISCWORLO 399518.C0 RUNS GUN GASKET. 449524.1 

RETURNTOZORK 44,9522.(0 SPAWN 39951100 OOOM 449520.00 SCREAMING WHEELS 3995221 

POWER RANGER MCMEiglS^CO HEYOLmONX 4.952.C0 SPICERN^ (ACCLAIM) 34.95,4.00 DMDDEMONS S™evr 5HS35* 


ROAD RASH 2 34.9514.00 RISE OF ROBOT! 

“g22M ROAOKILL 

SAMUHA1SHODOWN 2995,200 ROADRASH 
SAT SLAM MASTERS 29.95’12.00 rSysONSREI 
SEPARATION ANXIETY 299520.00 ROBOTICA 


44 9522.00 EARTHWORM JIM Z 449524m SHOCKWAVE ASSAULT i 


tSaciwrooES 3 MS 


STREETS OF RAGE 3 

SS TOURN. 96 49.9530.00 SHREDFEST 


39.9520.00 SUPER CAESARS PAL 39.9529.00 ESPN EXTREME GAMES 39951500 SILVERLOAD 399522! 

M S Sr 44952200 SSS 

29.9510.00 SUPER MARORPG 54.9532.00 FADE 2 BLACK 44.9524.00 SOLARECLIPSE 399520.1 

44.9520.00 SUPER MARIO WORLD 2 FANTASTIC PINBALL 39.9520.00 SPACE GAFFON VF-9 34.9514! 

39951500 YOSHTS ISLAND 449 525.00 FATAL RACING 449524.00 SPLIT BEAUTIES 39.9522! 

39.9520.00 SUPERPUNCHOUT 29.951200 FIFA INTL SOCCER 96 39.9510.00 SPOT GOES HOLLY. 3995'20-t 

> asas BBSoSis ssss ssss ass ssg 

449522.01 TECMO SEC OF STARS 39.951990 GALACTIC ATTACK 39.9520.03 STORM 39.9520! 

39951890 TECMO SUPER BOWL 01 39951590 GEX 39.9520.00 STREETRACER 44.9522! 

44.95250) TETRIS 2 39.9520.00 GOAL STORM SOCCER 34.9514.00 STREET FIGHTER ALPHA49.9530.C 

29951090 TETRI&DR MARIO 44.952090 QT BASKETBALL 39952090 STREET FIGHTER MOV. 29.9510! 

MfW 01 * 8888 SS8T 1 SSSS 5 W 



3DO w/2 Games 


BjGHURTBASEBALL 31952090 

" ~EN CHILDREN ATOM 44952290 
”3495300 PURK NEMESIS 44.9524.0f 

sS *a?Basrrf« 

, SUPER 
HffKB NINTENDO 


$99.95 


( - FIFA Inti Soccer 

— — ly • Iron Angel ol Apoc 

Iball - Jurassic Park - Kingdom Far Reaches - Mad Dog McCree 
Myst - Nighttrap • Need lor Speed - OS World Interceptor • Oul ol this World 
3 ebble Beach Goll - Real Pinball - Rebel Assaull - Return Hre • Rise ol the Robols 


SSS 


0$ * St^Sra° Pe ' Stait)lidT^ 9 |!lllar S 7 am S^et^ig Wer 2 T^jTbo '- Super Wing Com 
■ - - Supreme Warrior - Syndicate - Total Eclipse • Twisted - VR Stalker • Waialae ■ 


immander 


CVBERSLEO 34951490 BATMAN FOREVER 3495149 

D 39.9S20.00 BEAViS 6 BUTTHEAD 3495140 

DSD TOWER OF DOOM 49.952590 BIG HURT BASEBALL 39.9520.0 



Purchase a used 3DO core system and 
your choice of 2 of the above used games for $99.95 I 

■ Supplies limited ,o slot* on land, lirrat I system pet customer. Please Its! atemaBve game Mies vkien ordering . 
I ' 

To Sell Games/Systems 




EXTREME PINBALL 399520.00 


FANTASY PINBALL 

FIFA INTL SOCCER 96 349514.00 

FIGHTINGFANTASY 44.952200 

FOXHUNT 39.9520.00 

FREERUNNER 349515.00 

GALACTIC ATTACK 34.9514.00 

GALAXYFIGHTER 319520.00 


To Buy Games 

iuwSasyj 

CwiSwgaa iSS Send your Cariridges/Orders^tc 


BRE Software 


HEART OF DARKNESS 449522W JOHN MADDEN 56 


Credit Card Orders Call (209) 432-2684 










AaimE and fflcin 


CD-ROM 

Record of Lodoss War 

subtitled 
4 volumes 
$24.95 each 

Cyber City OEDO 808 

dubbed ■ with 2 free comics 
$24.95 


® W. 57th Sheet, Suite 326, 

New York, 10107. 


r 

FTWARE 

JLPTORS 


Legend of Lemnear 

subtitled 

$24.95 


Cybernetics Guardian 

subtitled 

$24.95 


Roujin Z dubbed 
$24.95 


Iria Zeiram the Animation 

subtitled 

2 volumes (3 episodes each) 
$24.95 each volume 


Venus Wars dubbed 
$24.95 


SCREEN-SAVERS 

Tenchi Muyo! - $34.95 


Bubblegum Crisis - $34.95 
Project A-KO - $34.95 
Ranma 1/2 - $34.95 


VIDEO 

ZenkiThe Demon Prince 

6 volumes 
$24.95 each (VHS) 


Metal Fighter Miku 

subtitled 
6 volumes 
$24.95 each (VHS) 

The Slayers subtitled or 
dubbed 
4 volumes 
$19.95 each (VHS) 
available in June 


subtitled 



lYSTATION 


fPSX Core 
I PSX W/Game 
I Arc.td<' Syle 
Steering Wheel 


31531 Saturn 

W/Virtua Fighter S345 
31505 Arcade Racer S65 
33283 Game Shark $59 
31535 Mission Stick $65 
33285 Stunner $47 
29748 3D Baseball ‘95 $56 
29816 4X4 Gears 'n' Guts $52 
29814 AD & D Fighters $46 
29780 Alien Trilogy $52 
29796 Alone In The Dark $51 
32547 Bases Loaded '96 $56 
29821 Battletech $51 
29763 Blackfire $51 


#32713 

Loaded 

$52 


28243 P.T.O. 2 
28609 PGA Tour -96 
31541 Pocahontas 
31378 Power Piggs 


PGA Tour Golf ‘96 $53 
Primal Rage $49 


33231 Star Fighter 
10469 Super Street 
Fighter 2 Turbo 
28858 Syndicate 
28842 Waterworld 


#29744 

Mortal Kornt 


29745 Parodlus 
31328 Prime Time NFL 
29751 Prize Fighter 
29815 ProjecbOverkill 
' 29755 Quarterback 
Attack w/Ditka 
10949 Rayman 
29747 Return To Zork 
29795 Sega Rally 
31318 Shellshock 
29740 Sim City 2000 IV 
29749 Solar Eclipse 
31489 Street Fighter 


28112 Lunar 2 
33572 Monkey Island 


JAGUAR 


31285 Resident Ewil 
29835 Return To Zork 
10814 Ridge Racer 


29770 Supreme Warrior $47 
33188 Toshinden $54 

33100 Virtua Cop w/Gun $67 
31325 Virtua Fighter 2 $54 

33186 Virtua Hang On $46 
32543 Wing Cmdr. 3 $59 

33561 Worldwide Soccer $46 
29775 X-Men:Children 

Of The Atom $54 


31913 Road Rash 
33169 Shockwave 
10922 Silverload 
31275 Slayer (AD8D) 
29858 Space Griffon 


Alpha 

31284 Syndicate Wars 
29899 TNN Outdoor 
Bass ‘96 
29857 Tekken 
33173 ThunderStrike 2 


To Receive A Free 
Catalog 
Call CRAVE At: 
(612) 942-9920 
Fax Us At: 

(612) 942-5341 
Or Email Us At: 
CRAVE2RB@ 
AOL.COM 
CRAVE Will Meet Or 
Beat Any 

Competitor’s Prices! 


GAME GEAR 


10935 Dragon's Lair 
30550 Highlander 
28298 Highlander 2 : 
28309 Highlander 3 
28306 Iron Soldier 2 
30555 Myst 


29874 VR Hockey 
33180 VR Pool 
32699 VR Soccer 
31279 Warhammer 

10822 Warhawk 
31264 Wing Cmdr. 3 

10823 Wipe Out 


MAKE YOUR OWN F0RM...INCLUDE:PR0DUCT #, DESCIPTI0N & S & H CHARGES: 

•All U.S. Orders Add $6 ‘Game Systems Add $16 

•All Foriegn Orders Add $8 -Game Systems Add $20 

SEND ORDERS TO: CRAVE P0 BOX 26370, DEPT 522 ST. LOUIS PARK. MN 55426 


Division: Rockabilia, 




The most 
eagerly antici 
pated PS fight 


Take flight in the magical 
world of Panzer Dragoonl 

$ 


IMPORTANCE T-SHIRTS! 

Several designs to choose from. 


King of Fighters '95 Dragon Ball Z 

KOF hits the Saturn! The best DBZ fighter ever! 


Wrinkle River Story Dark Savior Umpire Hunter 

The new action RPG trom Landstalker fans rejoice! Play the arcade hit at 

Sega Japan! Dark Savior has arrived! home! 


s 79"» 79^ 584 w * $ 84 99 * s 79 9 "* 


w ^ "-S if: * 

Albert Odyssey Keio Geki 

SunSoft’s hit RPG sequel is Side scro11 action platform 
Saturn bound! Power on the Saturn! 




i ^ 

m Li 

Gun Griffon Dragon Force Thor 

Game Arts first Saturn game. A Saturn Strategy/RPG of The ultimate sequel to one 
Unbelievable! infinite power! of 95’s biggest hits! 

$3499, 5349. 


$3499 $7999 

OVERNIGHT DELIVERY! 


79 ^ 


* 84 ^ 


COD'S WELCOME! diehard761 @ aol.com 







Fighter Zero 


Special Collectable Otter! 


King of Fighters '95 Goemon Toshinden 2 GundamW Real Bout 

The arcade hit comes to the Konami’s first action game Experience the best 3-D Awesome new Gundam Not just another sequel! 
PlayStation! for the PlayStation! ever in a home fighter fighting game. 

s 89”3 $ 89 9 08®B s 139” i $ 64" « 

“ * 29 ” Wm 


Super Mario RC Car & Battery Operated Yoshi! fatal fury 2 

Very Limited Quantities. One Time Only! oJ£ iJ'.&IL 


liiion Ball Legend Sailor Moon Super S Biohazard Gradius Deluxe Pack Fire Pro Wrestling 

With 3-D power! Coming Soon! First rendered anime fighters! Capcom’s back in action! Gradius 1&2 one one CD! The Fire Pro series comes 
Prebook Now! Prebooking suggested! to the PlayStation' 

““ , i89 9 lill9T5%9 M i 


IIBMt 







The Deepest Fighting Game Ever. 



its a whole new gome and our experts are 

TEARING IT TO SHREDS PREPARING THE ULTIMATE 
KILLER 2 STRATEGY GUIDE. OUR GOAL... MUR VICTORS! 
HERE'S IUST A FEW OF KILLER 2‘S NEW FEATURES: 
ENHANCED MORE S’! 

EACH CHARACTER NOW HAS 6-7 DIFFERENT ENDINGS. 
SPECIAL DEATH MOKE FOR EACH PLAVER. 

ULTRA COMBO'S CAN BE POWERED UP. 

ENHANCED FEATURE ST 

POWER-UP BAR ADDED UNDER ENERGK BAR. 

GRAB AND ATTACK MUR OPPONENT. 

THROW FEATURE 

COMPLETE COMBO'S IN THE AIR. 

THROWS CAN NOW BE DONE WITHIN COMBOS. 

THROWS CAN BE COUNTERED. 

GHOSTING-ONCE A CHARACTER DIES THE "GHOST- 
CAN ARISE AND DEFEAT THE OPPONENT! 

INTERACTIVE BACKGROUNDS! 

NEW BACKGROUNDS FOR EACH CHARACTER 
PLUS '{ SECRET BACKGROUNDS. 

AND SO MUCH MORE!! 


Your confirmed ordepelftomaticall' 
the drawing to win a Killed Instinct' 
enter by mail, write to:* 

GameFan Magazine 
c/o Killer Instinct Contest 
5137 Clareton Dr. Suite 210 
Agoura Hills. CA 91301 ^A 


Call now to reserve your early copy 


VISAlr MASTERCAREfwHi 


Killer Instinct 2™ ©1996 Nintendo/Rare. Game by Rare. Killer Instinct 2 is a trademark of 
Nintendo. Manufactured and sold by Midway Manufacturing Company under license. 




To program or not to program? That is the question... 
INNOVATION lias t: lie answer! 


Goes Here/ 


Programmable Control Pads For 
PlayStation, Saturn, 3DO, SINES & Genesis 

Now program your favorite codes for any _ Programmable Kara 

PlayStation, Saturn, 3D0, SNES or Genesis game 
onto the supplied Programmable Hard. 

Program up to 32 special moves onto the supplied 
Hard, erase Ss change the moves at any time! 

The Programmable Kard holds memory without a 

battery. Customize you own Kards or buy program Your 

preprogrammed Kards with the moves already Favorite codes Here- 
made for you. 

Use the Innovation Modem(Coming Soon!) to call our Hot Line and get 
codes for almost any game downloaded directly into your Program Kard 
at a low cost! 






For SINES, Genesis & Sony™ PlayStation 


Master almost every fighting move. Fatality, Babality, Animality, 

Pits. Friendship, Combo, and finishing moves for all 1 5 lighters 
including Smoke! Activate all the VS. codes at a touch of a button! 

2 Kontrol Pads with 3 different Kards each + 2 Bonus Kards make 8 Kards in all for SNES 8 ; Genesis. 

Also 8 Kards available for Sony™ PlayStation Pad. 

Buy optional Program Kards for either SNES, Genesis or PlayStation and the Innovation Modem(Coming 
Soon!) & call our Hot Line and get codes for almost any game downloaded directly into your Program 
Card at a low. low cost! 

Version 1 includes 3 Kards with codes for Cyrax, Sektor. Stryker. Kabal, Kung Lao, Sheeva & Sonya Blade 
Version 2 includes 3 Kards with codes for Sindel. Sub Zero, Liu Kang, Kano, Nightwolf 8f Jax 
Just plug in the supplied Kards 8f play! 

u “ VIDCOLINK 


MK3 Kontrol Fad - Version 1 for SNES or Genesis $49.99 
MK3 Kontrol Pad - Version 2 for SNES or Genesis $49.99 
Optional Kard Set 1 for SNES or Genesis $39.99 

Optional Kard Set 2 for SNES or Genesis $39.99 

Bonus Kard Set: includes all VS codes. Smoke Si Shang 
Tsung move Sf morphs for SNES or Genesis $39.99 
Sony™ PlayStation MK3 Programmable Pad $49.99 
Optional Program Kard (for all program pads) $ 1 9.99 
MK3 8-Kard Set for Sony™ PlayStation 
SNES Programmable Control Pad 
Genesis Programmable Control Pad 
Saturn Programmable Control Pad 
3DO Programmable Control Pad 
VideoLink - for all systems 


$89.99 

$39.99 

$39.99 

$49.99 

$49.99 

$49.99 


♦ Now connect your Saturn, 
PlayStation. Ultra 64, video 
game system, VCR's & more 
to 1 TV with VideoLink™ 
VideoLink™ actually converts of to 4 stereo AV 
signals into 1 RF signal. 

Throw away those tangled cables 8f RF switches, 
one box does it all! 

Don't waste money on the expensive PSX, Saturn 
& Ultra 64 RF switches. 

Save time & money with VideoLink™! 


If you can't lind Innovation products at your local dealer simply call: 

860-395-3090 Or Pax Us At 860-388-0084 
Or mail your order along with a money order for the total amount to: 
Innovation 
P.O. Box 360 
Old Saybrook, CT 06475 

Specify the Innovation product you wish to order and for which system. 

Add $ 10.00 shipping & handling for the first item plus $5.00 for each additional item. 


SNES™ & Ultra 64™ are trademarks of Nintendo Of America. Sega Genesis™ & Saturn™ are trademarks of Sega Enterprises, Ltd. 3D0™ is a trademark of the 3D0 Company. Sony™ is a trademark of Sony 
Corporation. PSX™ & Playstation are trademarks of Sony Computer Entertainment, Inc.. Mortal Kombat, The Dragon Logo, MK3, and character names are trademarks of Midway Manufacturing Company. 
MK3 Kontrol Pad distributed under license by Williams ® Entertainment , Inc. All other product names are registered trademarks or trade names of their respective companies. 





Barbie Vacation 


Playstation 


Batman Forever 


Big Sky Trooper 
Boogerman 
Bret Hull Hockey '95 
Castlevania Dragula X 
Clirono Trigger 


Blazing Dragons 
Castlevania 
Cyber Speed 
Doom 


Vacation 
/tasters Classic 
n Forever 

n & Robin (Adv. ot) 


Carrier: Fortress at Sea 
Chess Wars 


Dungeons & Dragons 


ESPN Extreme Gar 


Daedalus Encounter 

Death Keep 
Doom 
Drug Wars 
Dragon Lore 
11th Hour 
Flying Nightmares 
HeR 


Dirt Trax FX 

Donky Kong II 

Doom 

Earthbound 

ESPN National Hockey 

EXOSQUAD 

Foreman for Real 


Hardball 5 
Incredible Universe 
Lemmings 3D 
MLBPA Baseball 
Mortal Kombal III 


Zero Tolerance 
Baseball 


58.00 

64.00 

60.00 

57.00 

49.00 

54.00 


Kingdom: The Far Reaches 
Quarterback Attack 
Robinsons Requiem 
Rock n Roll Racing 
Slam 'n Jam '95 


PGA Tour 
POED 
Pool Shark 
Return To Zork 
Street Fighter 
Theme Park 


Illusion 01 Gaia 
Jimmy Houston's Bass 
Jungle Strike 
Judge Dredd 
Justice League 
Kawasaki Superbike 
Killer Instinct 
Knights ot Justice 
Mech Warrior 3050 
Mega Man 7 
Metal Warriors 
Mickey's Playtown 
Mortal Kombat III 


Soccer 


Space Pirates 


3D Soccer 

Warhammer Fantasy Battle 
Wing Commander III 
Wipeout 


iulicate 


Saturn 


Blazing Dragons 


NBA Jam Tournament Edition' 
NCAA Final Four 


Bigja||Bd13 
Castlevania 
Cybersled 
Dark Legend 
Dragon's Lair 
Dungeons & Dragons 
Fox Hunt 


Aero Fighter III 
Fetal Fury 3 
Kabuki Klash 
King ot Fighter 95 
Palstar 


Petty's No Fear Racing 

Phantom 2040 

Power Rangers Fighting Ed. 

Prehistoric Man 

Primal Rage 

Realm 

RHI Roller Hockey 
Romance4: Kingdoms III 
Stargate 

Star Strek (Star Fleet Acd) 
Super Bases Loaded 3 
Super Punch - Out 
Super RBI Baseball 
Swat Kats 
Syndicate 

Tecmo Secret of the Stars 
Tecmo Super Bowl III 
Theme Park 


Puzzled 


Grand Slam Baseball 


Incredible toons 

Minnesota Fats 

MLBPA Baseball 

Mortal Kombat II 

NBA Basketball 

NBA Jam TE 

NHL Alt Star Hockey 96 

Quaterback Attack 

Rayman 

Return to Zork 

Romance 3: Kingdom IV 

Shinobi 

Slim City 

The Horde 

3D Soccer 

Viewpoint 

Virtua Hydlide 

Virtua Racing 


Weaponlord 
Wild Guns 


FATBOY VIDEO BUY / SELL / TRADE POLICY: We warranty our games for 90 days from purchase. Prices and availability are subject to change with out notice. We have the right to refuse any sale, buyback or 
trade. Merchandise must arrive in satisfactory condition or will be sent back at owners f senders expense. Price quotes and auth.# are only good for 10 days. Fatboy Video is not responsible for safe receipt of your games & systems. 


WE BUY 
SELL AND 
TRADE NEW/ 
& USED 
GAMES. 


138 BRIDLE TRL. 
Y0UNGSVILLE 
N.C. 27596 


SATURN 


M.b: : 


PLAYSTATION 


VY oleo 

ULTRA-64 

9 - 562-0509 

FAX 919-562-0242 




CALL FOR ANY TITLES 
NOT LISTED. 

WE WANT YOUR 
USED STUFF 







Diehard Game Ciub 


What U Want... 
When U Want It... 
While It’s Hat! 



er 


WE BUY, SELL, 

TRADE £ RENT ^IDEO GAMES. 
ANIMATION Z CD ROM SOFTWAkE. 
WE CARRY THE BEST SELECTION OF 
SYSTEMS AND GAMES BOTH 
DOMESTIC £ IMPORTED. FOR THE 

CUTTING EDGE GAMER! , 

- 



Saturn 
Converters 
and Switches 
Now Available 


Sony PlayStation 
Please Call 


Stone Credit Or Same Day Cash* Call: 

(847) 253-GAME 

948 W. Dundee Rd Arlington Heights, IL 



% 


•VIRTUAL BOY • CD'S 
• COMPUTER • ANIME 
And Much More! CALL NOW!! 


isit the Diehard 
r Store Near, 



If. Dundee Rd 
184/) 253-GAME 
Call Bernie 


Iton Heights^ IL 60004 




ame Club 
r ou Today! 


Nashua, NH 03063 
343 Coliseum Ave. 
(603) 881-8884 


Austin, TX 78752 
Lincoln Village 
6406 N. IH 35. #1250 
(512) 454-4494 
Call Stuart 


Waterford, Ml 48329 
5637 Dixie Hwy. 
(810) 623-2980 
Call Ben, Tom or Pat 


St. Louis, MO 
Winchester Plaza 
14560 Manchester Rd. 
St. Louis, MO 63011 
314-230-&998 
Call Loren 


Miami, FL 33183 
Town & Country Center 
8356 Mills Dr. 

(305) 271-7197 


Nassau, Bahamas 
East Bay Shopping Center 
East Bay Street West of PI 
Bridge 


Spokane. WA 99218 
9105 N. Division "C" 
(509) 468-4246 
Call Kim, Neil or Jamie 


Tacoma, WA 
1810 Mildred St., 
(206) 460-1340 


South “B” 


Manhasset, NY 11030 
1508 Northern Blvd, 

(516) 627-6200 

Call Todd, John, or "Remix" 


Taftville, CT 
M&M Plaza 
1 Jewette City Road 
(203) 887-5861 
Call Frank, Tina or Mark 


Hauppauge, NY 11788 
Hauppauge Shopping Center 
391 Nesconset Hwy [Rt. 347) 
(516) 979-1210 
Call Peter or Rich 


Jackson, WY 83001 
260 West Broadway 
(307) 733-CLUB 
Call Rod 


Plano, TX 75075 

721 N. Central Expressway 

#420 

(214) 422-5567 

Call Mark, Woody or Chris 


North Olmsted (Cleveland), 

4725 Great Northern Blvd. 
#3A 

(216) 734-3996 


fan 

4 1 


El Paso, TX 79912 
Promenade Shoppe- 
7500 N. Mesa #22 
(915) 581-2582 
Call Joe 


ALL LOCATIONS OPEN 7 
DAYS A WEEK - ALL MAJOR 
CREDIT CARDS ACCEPTED 


All s UP » s a r e i n d a pj 


i ilen II y owned a n d«»n p e n a t e d 


Find nut how to purchase your very own Diehard Game Club 
Super Store - call 800-425-2500 today! 



Washington, 

DC 

Warner Robbins, 

GA 

Atlanta 

GA 

New Orleans, 

LA 

Westchester, 

NY 

Dallas, 

TX 


High Point, 

NC 

Las Vegas, 

NV 

Houston, 

TX 

^Brooklyn, 

NY 

Chattanooga, 

TN 

McAllan, 

TX 



Import and American * 

Playstation 

and 5aturn 

★ 

Now you can buy at the lowest 
unbeatable prices. Think of it! * 

Saving $10, $20 or more on 

each and every game you buy. 

There is only one call you 
need to make in this universe 
and that is ★ 


UniversaHideo-Gaines 

Light Years Ahead Of The Competition With Douin lo Earth Prices 


PlayStation H 

Free Universe Spring Adapter 
with purchase of any PS 
Software. Play any PS Game on 
any PS System 

Tekken 2 

Tohshinden 2 

Namco Class, vol 2 

Sailormoon 

Darkstalkers 

Advanced V.G. 

SF Alpha 

Burn Fest 1 20% 

Motortoon GP 2 

Alien Trilogy 

College Slam 96 

Ridge Racer 2 


ar’SEG^AItlRN 

King Fighters 95 Darkstalkers 2 Virtua Fighter 2 

Panzer Dragoon 2 X-Men Guardian Heroes 

SF Alpha Dragon Force College Slam 96 


* Guaranteed * 

Lowest Unbeatable Prices In The Universe 

On All Import Games, Systems And Accessories. 


24 HOUR VIDEO GAME HOTLINE 

Call now for the hottest titles 
919 - 872-2440 


+ Mastercard and VISA accepted 

★ M 

Instant cash for select systems and games. 

Playstation, Saturn, NEOGEO CD, 300, Jaguar, 
SFC, MO, PC Engine, Animation, Nintendo 64, 
PC CD, Music CD's. 

* Call for overnight delivery. * 

^ Monday-Friday 10:00 am-7:00 pm EST 


919-872-2440 FAX 919-872-6701 
Dealer and Wholesale Inquiries Welcome. 


All rights reserved for all parties mentioned. We reserve the right to 
refuse any sale, trade or purchase. Games are subject to availability. 


„ E payTOP $$$ 

FOR YOUR GAMES! 

SONY PSX, SATURN, GENESIS, S-NES, 3D0, HANDHELD, 
SEGA CD, 32X, IMPORTS & PC CD-ROM GAMES... 


To Sell Your Games or Systems: 

Call Starland for current pricing. On a piece of paper, write your name, 
address, phone number and a list of games with buy back prices. 
Pack your games with your list into a box securely 
ana send them to us by insured mail or U.P.S. 

SAME DAY ORDER PROCESSING! 
GUARANTEED. 


Call Now for Current Buy-Back Prices! 

( 703 ) 642-0813 


Slorfand club 

Fax)703-256-7464 


WE BUY 

PC CD-ROM GAMES 


ADVERTISER'S INDEX 


BRE SOFTWARE 103 

CENTRAL PARK MEDIA 104 

CRAVE 105 

CRYSTAL DYNAMICS IFC-1 

DIE HARD GAMERS CLUB 106-107 

DIE HARD MARKETING 111 

FATBOY 110 

«s 

GAMEWARE EXPRESS IBC 

INNOVATION SOFTWARE 109 

NINTENDO AMERICA 3,12-13 

PLAYMATES 71 

STARLAND VIDEO 112 

UNIVERSAL FAMILY ENTERTAINMENT BC 

UNIVERSE VIDEO GAMES 112 

US GOLD 5, 11 


Send Package to: 

6920B Bradlick Shopping Ctr., 
Annandale, VA 22003 










What do you want from your 
game dealer? You want a 
wide selection. You want fast 
delivery. And you want 
friendly people who know 
games. That's why 
Gameware Express is here. 

We can shi| overnight for just 
$6. No hidden costs. Our 

WhereifhWciames are. 


Jaguar System 
Jaguar CO System 
Alien us.Predator 


Sony Playstation System 
Air Combat 

Battle Arena Toshinden 
Cybersled 
Darkstalkers 
Destruction Derby 
ESPN Extreme Games 
Jumping Hash 


Earthworm Jim 2 
Emmit Smith Football 
Frank Thomas Baseball 
Killer Instinct 
Knights of Justice 
Mega Man 7 
Mortal Kombat III 
Primal Rage 


Myst CD 
Phase Zero 
Pitfall 

Power Driue Rally 
Rayman 
Space Wars 
Tempest 2000 
Ultra Vortek 
White Men Can't Jump 
AND MANY MORE... 


GP ME 


Forever 


Oeep Space Nine 
Demolition Man 
Earthworm Jim 2 
Frank Thomas Baseball 
Mortal Kombat III 
Primal Rage 


300 System 
C2: Judgment Clay 
Daedalus Encounter 


Samurai Showdown CO 
Spiderman Venom 
Weaponlord 
Batman Forever (32X) 
Blackthorne (32X1 
C2: Judgment Clay (32X) 
Totally Brutal (32X) 

AND MANY MORE... 


SSsl 3 



j qnftVfS * 1 s " nl^.7/www.tyrell.net/~gamewarc 
m 11 e-nil: gameware@tyrell.net 

dll for add 1 ! mmVdmtstis Bits eat listed! 


http : //www. gamer an. com 


Under construction. . . 


G0M0F0N 


Up to the minute news and info 1 ' 

Weekly updates W 

Interactive Hocus Pocus & Postmeister 

Live reports from foreign and 

domestic trade shows 

Exclusive previews and game screens 

The latest breaking news from Japan 

Monthly giveaways 

Tips and tricks archive 

Monthly charts and much, much more! 


0 
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The Expanding Univer/e 
v Of Entertainment 


WING COMMANDER ACADEMY 
Premiering Fall 1996 


EARTHWORM JIM ©TM 1 996 UCS, AU RIGHTS RESERVED. THE SAVAGE DRAGON © TM 1 996 UCS, AND IACEW000 PRODUCTIONS (S.D.) INC AIL RIGHTS RESERVED. 

©1996 ORIGIN SYSTEMS INC. WING COMMANDER IS A REGISTERED TRADEMARK OF ORIGIN SYSTEMS INC. ALl RIGHTS RESERVED. TM & © WARNER BROS. 1996 TM & © USA NETWORK 1996 





